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S c e n s r i o for 3 s c i e n c e f i c t i. o n 



3 3 m 0 



The time is the year 3714 of the Third Galactic Union* The fall 
of the last Union nearly 100 ? 00 0 years earlier left the galaxy divided 
into thousands of pockets of humanity sliding back toward primitive 
barbarism* The gift of interstellar travel was lost? and in many 
systems civilization decayed to the point where even interplanetary 
travel was beyond the capab i 1 i ty of local technology* I t was a 
g a 1 a c t i c D a r k Age* 

N o w ? mil 1 e n i 3 1 a t e r ? a g a 1 a c t i c c i v ilization is r i sing again? a n d 
t h e S t e 1 1 a r P a t r o 1 ? a p s e u d o -- m i 1 i t a r y w i n g o f t h e Uni o n g o v e r n m e n t ? 
s e a r c h e s t h e s t a r s f o r h u rn a n c u 1 ture s t o b r i n g t h e m b a c k into t h e f o 1 d 
of the galactic v i 1 1 a g e * 

Y o u a r e a c r e w m e m her o n s u c h a ship* Y o u r r a n k * E n s i g n S e v e n t h 
C 1 a s s * Y o u r k n o w 1 e d s e of the ship's m i s s i on and s t a t u s i s n a t u r a 1 1 y 
minimal? but you do know that the ship is crossing a fairly empty? 
unknown section of the galaxy? and that the ship is bringing 
B ' rgun-te ' elkner- ipg ' nun ? an ambassador from a recently discovered 
al i en race ? to meet w i th leaders of the Gal act i c Union on T remai n 4 ? 
t h e h o m e o f t h e U n i o n g o v e r n m e n t * You h a v e hear d r u mors t h a t the s h i p 



n «. 

o 



< 14 . +99 



P o a 



received a distress call o f h u m a n o r i g i n from a system along the , 
r o u t e ? a n d i s s t o p p i n g to investigate* (”^ c > * s fv ^ <x\ — ocx.cV-<?) rwyvfi) s foirP) 

As the game begins? you are polishing the deck of the gangway 
J u s t ( e o rs v e n i e n 1 1 y ) o u t s i d e the m a i n e s c a p e p o d o f t h e v e s s e 1 * You 
are visited by Ensign First Class Blather? who has been making your 
3. 1 f e m i s e r a b 1 e f o r t h e e n t i r e t r i p ? and by a b o r e d 

B ' rsun-te ' elkner-i pg ' nun himself? who wanders by and engages you in 
o b s c u r e c o n versa t i o n * Y o u r m i n d w a n d e r s f r o m y o u r b o r i n g task* 

Suddenly? the ship rocks and the walls resound with the sound of 
m a s s i v e e x p 1 o s i o n s t h at re v e r b e r a t e t h r o u g h t h e d e c k s of t h e v e s s e 1 * 

A heavy emergency bulkhead before you clangs shut? leaving no exits 
o t h e r t h a n t h e e s e a p e p o d b e h i n d y o u * M o r e e x p 1 o s i o n s s h a k e t h e s h i e 
t h e m a i n 1 i g h t s g o o u t and? mo v i n g q u i c k 1 y ? y o u e n ter the e s c a p e 
..j u s t a s i t s h e a v y d o o r s h u t s w i t h a whoos h * Y o u s t u m b 1 e t o a 
safety web and the pod's automated systems take over? launching the 
p o d J u s t a s t h e m o t h e r s h .i. p e x p 1 o d e s i n t o s m i t h e r e e n s ! 

(I don't anticipate this preliminary portion of the game to 
involve any problems other than being alert enough to enter the pod 
b e f o r e the s h i p blow s u p * ) 

The pod's guidance system maneuvers the vehicle toward the planet 
below? searching for the most favorable landing site* The surface of 
the planet is almost entirely covered with water? with Just two 
m .i. n i scul e ice caps and a few small i s 1 a rids pok i ns out above the ocean * 

The pod approaches the largest of these islands where? Just before a 

rather bumpy landing? you make out some signs of civilization* 

Looking through the port you see that the pod has landed in a 
r o c k y crag at the edge of this i s 1 a n d ? h a 1 f u n d e r w a t e r * A s y o u s t a n d ? 
y o u r m o v e m e n t c a u s e s the po d to shift a n d t u m b 1 e off its precarious 
niche and into the water* Grabbing a few provisions? you break out 
a n d s w i m t o t h e s u r f a c e a s t h e p o d sinks i n t o oblivion* (This coul d 
b e a H r e a 1 t i iii e " s e o. u e n c e ) * 

You climb out of the water onto the crag where you originally 

landed* The crag is surrounded by steep walls of rock? which you 

s c a 3. e w i t h a p o u n d i n g h e a r t * T h e gravity is h e a v i e r than you are u s e d 



t o ? a n d the s u n a b o v e i s b r i d h t a n d w a r m ? b u t y o u manage to cl i m b u p 
to a balcony of sorts* Once completely enclosed? most of the windows 
of the balcony are shattered and you clamber inside* A sidn atop the 
w i n d o w s i s i n a la n d u a d e s i m i 1 a r t o t h e u n i v e r s a 1 1 y s p o k e n 6 a 1 a 1 i n d u a ? 
and speaks of a view of the Callamonty Ualley* However? the only view 
a p p a r e n t f r o m h e re is of endless o c e a n * 

"SEENIK UISTA 

X i s s t u n i n d v u u u f x e e Gala m o n tee M a 1 e e c u v u rz oovur f o r t e e s k w a a r 
m i i Iz uf xat f asm us tuur ist spot ♦ Xe 1 a r J bi 1 deend at xe bend in xe 
G u 1 ni a a n R i v u r i z x e f o r m u r p r a v i n c u 1 k a p i t u 1 b i 1 deend * Etsetara* 8 

You climb some stairs carved into the side of the cliff? and make 
y o u r w a y u p t o t in e e d d e of s o m e vast ins t allation? com p 1 e t e 1 y 
deserted * You w a ride r around ? th roudh literally miles of hallways and 



r o o m s * 



9 o it; e area 



seem a 1 most f am i 1 i ar to you enormous d i n ind 



facilities and barracks that must have accomodated tens of thousands* 
0 1 h e r p 1 a c e s s e e m s t r a n d e ? f u 1 1 o f u n k n o w n m a c h i n e r y * Final 1 y ? i n a n 
obscure closet? you meet a sauat robotish thindy? which you activate* 

1 1 t u r n s o u t t o be a r a t hi e r f r i e n d 1 y ? 1 o n e 1 y ? a n d t a 1 k a t i v e sort o f 

robot? althoudh the differences in your landuades and cultural 
references sometimes makes the robot hard to understand* ("Hi! I'm 
1 8 B -- 9 b u t t o everypeople I am Floyd* Who are you? A r e y o u b e 
d o e t or or a p 1 a n n e r ? T h a t ' s a n ice Shu t tie A c c e s s Pass you are h a v i n d 
there* Want to play Hider and Seeker you with me?") 

The robot follows you around? Jabber ind incessantly? mostly 
d r i v i n d you c r a z y b u t occassionally providing useful bits o f 

i n f o r m a t i o n * F o r e x a m p 1 e ? o n e of these clue s 1 e a d s you to a 

m o n i t o r i n d s t a t i o n of some sort* There? wit h t i m e and e f f o r t ? y o u 
d e c i p h e r t h e m e a n i n d o f s o m e o f t he i n s t r u m e n t s * T h e m onitors f o r t h e 
LI IBREREE ? KUMUUNIKAASHUNS ? and LI IF SUPORT systems show these systems 
t o b e i n f u 1 1 f u n c t .i. o n i n d c o n d i t i o n * How e v e r ? the m o n i t o r s f or other- 

malfunctions J PLANATEREE DEEFENS? PLANATEREE CORS 
P R A J E K T K U N T R 0 0 L * T h e 1 a s t one s e e ms pa r t i c u 1 a r 1 y 



s y s t e m s s h o w 



C> 



n o 



H 0 N I T U R ? 
u n f a t h o m a b 1 e * 
8 1 e e p i n d 



o c c sssion a 1 1 y ? a n d foradind for food where y o u c an f i n d 



i t 



? 



y o u 



c o n t i n u e 



to 



e x p 1 o r e 



this strangely d e s e r t e d ? v a s t 



i n s t a 1 1 a t i o n * 

d a iti e ? t h e s t a t u s 

y o u r w a n d e r i n d s 



(Sleeping could be an interesting new facet to the 
line would re a u ire date as well a s t i m e » ) One day o n 



y 



ou return to the viewing balcony near where you 



1 a n d e d ? a n d a r e shoe k e d t o find the ocean lapping thro u d h its smash e d 



w i n d o w s ! 



1 h i 






rise i n water 1 e v el is far too dramatic t o be mere! y 



t h e r e s u It of t i d a 1 actio n ? especially c o n s i d e r i n d t h a t both of t h i s 
planets moon's are small and distant--another explanation must be in 
o r d e r » 

F r o it; a hid It w i n d o w in a t o w e r o f t h e c o m p 1 e x y o u c a n see a n o t h e r 
of buildings some miles away on another island/mountaintop? 



can discover no way to det over to it* 

* TELAPORT AAXUN BOOTH" looks promising? 



A closet -sized room 
but when you try to 



c o m pie x 
b u t y o u 
ab e 1 1 e 

operate it a sidn flashes "PLEEZ INSORT AKSES GOOD CARD** Then you 
and your everpresent android companion discover the underground 
s h u 1 1 1 e ♦ Y o u ni a n a d e t o it; a ster its c o n t r o 1 s a n d t a k e a w i 1 d r i d e u n d e r 
the peaks that separate the two complexes* You slow the car in time 
when you n e a rjaot the far station? barely avoiding a fatal crash* A 



sister shuttle car sits at this far station* (This could be another 
s p o t f o r a " r e a 1 t i m e * s e a u e n c e * ) 



y i t h n e w t e r r i i o r y t o e x p 1 o r e y o u b e s'; i n t o m a k © e x c i t i n d 
d i s c overies * Y o u f i n d a v a s t ]. i b r ary/ a r chive co n t a :i. n i n 2 t h e a rri a s s e d 
k n o w 1 e d d e o f a n e n tire c i v i 1 i z a t i o n * S 1 o w 1 y ? with f a s c i n ation> y o u 
ij n 1 o c k t h e m y s t eries o f t h i s i s 1 a n d an d of this strand© w o rid* * * 

Apparently ? uncountable eons ado ? the inhabitants of this world 
rose from the barbarism left behind here following the fall of the 
Second Union* This galactic civilization was all but forgotten by 



t h e s 0 p 0 o pier p 0 r s i s t i n d o n 1 



y 



as 



legends of an almost religious 



n a t u r e * N e w t e e h n o 1 o d i e s 

move the orbit of their 
]. i 1 0 r a 1 1 y t e r r a - f o r m i ri d 



flowered? and this race was even able to 
own planet to a more favorable distance? 
world into a v i r t u a 1 G a r d e n of Eden* 

Just when it seemed that the secrets of 
i n t e r s t e 1 1 a r t r a v el w o u 1 d h e u n 1 o c k e d o n c e a d a i r'; ? d i s a s t e r s t r u c k * 

A devastat indly deadly plague of unknown origin began sweeping 



S p a c e travel r e s u m e d ? b u t 



t h e 
o ri e 
In 
a n d 



w 



n e t 



S c i e n t i s t s w e r e baffled? there s e e m e d to be n o c u re? n o 
seemed immune? all who contracted the disease ultimately died* 
d e s p a i r a n d o n t h e v e r d e of g 1 o b a 1 p a n i c ? the race drew t o g e t h e r 
attempted a feat of stunning logistical and technological guile t 
the construction of this automated complex to continue the research of 
finding a cure for the plague? and the placement of nearly the entire 
p o p u 1 a t i o n o f t h e w o r 1 d ( s o m e h a 1 f a b i 1 1 i o n p e o p 1 e > i n s u s p end e d 
a n i m 3 1 i o n * Y o u a r e a w e d b y t h e i m m e n s i t y of this proJec t a n d t h e 

v a lor of t h e c i v i 1 i z a t i o n b e h i n d it* 

T h e m e a n i n g o f t h e s y s t e m monitors i n the first c o m p 1 e x n o w 
becomes clearer* The PEAJEKT KONTROOL system refers to the plague 
research project? it is malfunctioning* You also find out that the 
P LAN ATE REE CORS HON IT UR? another malfunctioning system? is designed to 



m a k e 



u r e that t h e 



A p p a r e n 1 1 y ? i n t h e 



plan e t 
r e c e n t 



r e m a 1 n s 
t ? 3 



r f v 



i n its p r o p e r m a n -- made o r b i t * 
large mass passed through this 



i n t o w a r d t h e s u n ? 
water level due to 



s y s t e m a n d perturbed t h e p 1 a n e t ' s orbit* It is now slowly spiral 1 i n d 

accounting for the amazing rise in the p 1 a n e t * s 
the melting of the ice caps* Your course seems 
elear---you must repair the malfunctioning systems in order to save the 
i s 1 3 n d f r o m i n u n d a t i o n ? t he wo r 1 d f r o m a f i e r y death ? and the f r o z e n 
m i 1 1 i ons f r om the unknown p 1 ague ♦ 

0 n e d ay? w h i 1 e c 1 i m b i n d o n e o f t h e t o w e r s t o c h e c k o n t h e 
i n e x o r a b 1 e a d v a n c e o f t h e sea? y o u f .i n d y o u r s e 1 f feeling w e a k a n d 
d i z z y * I n h o r r o r ? y o u r e t u r n t o the library a n d r e a 1 i z e t h a t you ha v e 



e o n tract© d 



he 



s 



a m e 



f a t a 1 p 1 a d u e a n d t h a t y our r e s i s t a n c e t o i t .i s 



e v e n lowe r t h a t of t h e i n h a b i t a n t s ! Y o u a r e r a c i n d against t i m e no w ? 



and to make matters worse? the disease is causing you to sleep longer 
3 n d 1 o n g e r e a c h day? c u 1 1 i n d d o w n the a m o u n t of time you c a n d e v o t e t o 
s o 1 v i n d t h e a w e s o m e pro b 1 e m s that c o n f r o n t y o u * Y o u m u s t sol v e t h e 

problems of the malfunctioning systems* One of these is the 

PLANATEREE DEEPENS system? meant to guard the planet against 

non-trivial meteors* Its Iodic circuits seem to have died and it has 
lost the ability to distinguish meteors? in fact? you realize that 
t h is is w h a t d e s t r o y e d y o u r S tell a r P 3 1 r o 1 s h i p * I f t h is c a n n o t b e 



r e p a i r e d ? 



u 



ou 



will n e v e r b e r e s c u e d ? eve n if you could save this 



p 1 a n e t and se n d a m e s s a d e to a P a t r o 1 s h i p * 

You manage to f i x the malf unct i on in the p lanetary cou rse control 
system? but you find that you are not recognized as authorized- to 
a c t i v a t e the system* The problems with the research system prove in o r e 
challenging? and while exploring a dark reccess of the vast? automated 



1 s b o r 3 1 o r y ? 
h i is h - s a u e a 3. 



your 1 o y 3 1 r o b o t friend scouting ah e a d ? you he a r a 
and rush ahead to find your poor companion torn apart and 



of some shadow-lurking mutant 
Saddened by the loss of your 



d y i n g ? t h e v i c t i m o f the steel-like Jaws 
p r o d u c e d b y t h e m a 1 f u n c t i o n i n g lab* 
fa i thf ul f r iend ? you cradle his mechanics 1 head in your arms and sing 
him an ancient ballad about a black hole miner who brought a great 



t r e a s u r e f r o m t h e 



s 



tsr e 



t o m s n k i n d 



<* 



With a co n t e n t e d smile o n h i s 



f 3 ces the r o b o t e x p i r e s * 

W i t h a m a z e m e n t ? y o u d i s c o v e r J u s t t h e p art you ' v e b e e n loo k i n g 
for to repair the machinery inside the chest compartment of the 
ex p i r e d r o b o t <■ D e t e r m i n e d t h a t h i s d e a t h s hall n o t h a v e b e e n i n v a i n ? 
y o u re-do u b 1 e y (3 u r e f f o r t s ? and repair the control system J u s t in 
t i m e * Y o u f i n d that t h e s y s t e m m a 1 f u n c t i o n e d d u r i n g t h e v e r y final 
s t a g e of t he p r o J e c t ? a n d t h a t a c u r e has in fact already be e n f o u n d * 
A d o o r o p e n s b e f o r e y o u ? a n d y o u e n t e r a bar e r o o m w h i c h t u r n s o u t t o 

b e a n e 1 e v a t o r ♦ 

Y o u t r a v e 1 d o w n w a r d s f o r a r» e tern i t a? into t h e v e r y hear t of the 
mountain* The doors open to reveal the first of what you can imagine 
a r e almost e n d 1 e s s h a 1 Is of s 1 e e p i n g h u m a n s * The leader? w h o s e 
chamber is set apart from the others? has almost been completely 

r e v i v e d ? a n d a n a u t o m a t on ad m i n i s t e r s a few i n J e c t i ons a ri d buzzes off* 

The leader rises from the chamber? proving to be a stunningly 

b e s u t i f u 1 w o m a n * 8 h e a u i c k 1 y d e d u c e s your o r i g i n s a n d t h e service y o u 

have done for her world* From a master console nearby she administers 
t h e c o d e f o r a c t i v a t i n g t h e p 1 a n e t a r y c o u r s e c o n t r o 1 ? 



t h 3 1 



a 



Stellar Petrol 



s 



and i n f o r m s y o u 
hip is nearing the p 1 a n e t to search for 
from the lost ship* She gratefully offers you her hand in 
to become co- leader of the world* Others are being revived 
c r o w d a b o u t y o u s h o w e r i n g y o u wit h the a d u 1 s t i o n due a hero * 
beaming down to look for survivors materialize in the room? 
i n c 1 u d i n g E n s i g n First Cl a s s Bis t h e r < who was f o u n d i n s pace in o n e o f 
t he less e r e s cape pods)* G r e e t i n s y o u wit h t h e r e s p e c t befitting y o u r 
new rank as Head of a Planet? they leave Blather to serve as your 
in a n s e r v a n t a n d e v e r y o n e (except Blather) lives h a p p i 1 y ever after* 



s u r v i v o r s 
in a r r i a g e 
I”; o w a n d 
P a t r o 1 m e n 



PLOT SUMMARY OF SCI-FI GAME NUMBER THREE 



TITLE: The working title has been "Sole Survivor," and more recently just 

"Survivor". I don't hate that title much, but I don't like it too much either. 
Wouldn't mind changing it if something better came along. 

BACKGROUND: This game is set in the far future, about twelve thousand 
years from now. Mankind has extensively settled the galaxy, finally acheiv- 
ing a galactic-wide civilization now known as the Second Galactic Union or 
merely the Second Union. However, over the course of many centuries, the 
Union broke down, and a multi-thousand year dark age settled across the ga- 
laxy. Civilization did not exactly revert back to barbarism (except in a few 
remote places), but there was very little interstellar travel, and the many 
populated human star systems lost contact with each other. 

Now, the galactic dark age is coming to an end. A Third Galactic Union is 
rising from the ashes of the previous one. The Stellar Patrol, a 
pseudo-military organization, has been formed to locate the lost human 
worlds of the Second Union and bring them back into the galactic fold. Any 
non-human civilizations encountered are also invited to join the Union. 

[Attached is an outline of human history over the last twelve thousand 
years.] 

You, the player, are a lowly Ensign Seventh Class aboard the Stellar Patrol 
Ship (S.P.S.) Feinstein. You have heard rumors that the ship has left hyper- 
space ahead of schedule, in order to explore a passing planetary system 
which a few archaeologists think may once have been settled by the Second 
Union. 



PLOT OF THE GAME: As the game begins, you are scrubbing the deck of 

the Feinsten, (conveniently) just outside the entrance to one of the ship's 
primary escape pods. You may run into dreaded Ensign First Class Blather, 
your immediate superior who has been making your shipboard life so miser- 
able. You may also encounter an ambassador from an alien planet, whom 
the Feinstein is transporting to the Union capital on Tremain. 

Without warning, the Feinstein rocks with the force of multiple explosions. 

You wisely make for the escape pod— and not a moment too soon! Just as 
the pod leaves it's ejection tube, the Feinstein is destroyed by a massive 
blast! 

The pod's computer decides that the nearby planet is human habitable, and 

selects a landing site. If you are wise enough to stay in the pod's safety 
webbing, you will even survive this landing. You get a glimpse of the planet 
through the pod's window. Its surface seems to be almost entirely covered 
by water. Just before you land, you see that you are heading for one of a 
pair of small islands. 

The pod lands in a crag at the very edge of the island, and as you stand up 
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from the safety webbing, you unbalance the pod and it tumbles into the 
water. You have just enough time to grab some food from a rack of emer- 
gency provisions and get out of the pod. You swim to the surface and climb 
up to the crag. 

A stairway leads up the cliff to a wide plateau that covers most of the is- 
land. You find yourself inside a tremendous complex of buildings covering 
most of the island. There are kitchens and mess halls, dormitories and sani- 
tary facilities, storage rooms, offices, recreation areas, machine shops, etc. 
Some require solving various simple problems to enter. The entire complex 
seems to be totally deserted. 

You find a robot shop, and one robot there seems to be in good working 

order. If you turn him on, he announces that he is Floyd, a multi-purpose 
robot. He is talkative, very friendly, and a trifle simple-minded. He tends 
to follow you around, and although usually useless, he occasionally supplies 
some vital information or discovers an important item. 

You find samples of writing, all of which are in "a corrupt form of Galalin- 

gua" -- in other words, a strange-looking variation of English. It is basically 
a phonetic spelling of each word, using a single vowel to represent short 
vowel sounds and a double vowel to represent long vowel sounds. For exam- 
ple, LIBRARY COMPUTER would be LI IB RE REE KUMPYUUTUR. Odlly, a 
plaque that you decipher on a viewing balcony near the edge of the plateau 
describes a valley below, when all you see is endless ocean. 

Scattered about the complex are a number of plastic cards with a magnetic 
stripe on the back, sort of like MBTA passes or 24-hour teller cards. These 
can be used to open various doors or activate various pieces of equipment. 

You discover an elevator which leads up to a tower. The tower contains a 
viewing balcony, a helipad, and a communications room. From the viewing 
balcony you can see a twin island about twenty miles away. The helipad 
contains no usable flyers. But the communications room is displaying an 
SOS-type message which mentions a terrible sickness, and asks for help from 
any Second Union ship or planet. However, there is a malfunction in the 
communications system, and the message is no longer being sent. 

Another elevator leads down to a shuttle platform buried far underground. 
One shuttle car sits at the platform. Once you have obtained the appropri- 
ate access card, this shuttle can be driven (harrowingly) to an identical plat- 
form which turns out to be below another complex on the other island. 

By now, a few days have gone by on the planet, and you are starting to 

feel a bit sick. The provisions you got from the escape pod have run out, 
but hopefully you have figured out how to get into the kitchen and use the 
food dispensors. 

The other complex is also deserted. It contains more offices, a sprawling la- 
boratory section, an infirmary, control rooms for the "Planetary Defense" 

and "Planetary Course Control" systems, and (yay!) a library. 

In the library, you can use the library terminal to access on outline of all 



Page 3 



the subjects that the library has information on. This gives you only a dash 

of information, and tells you to consult the (non-existent) librarian for the 
appropriate micro-film spools. However, you do learn some of the planet's 
history, and the purpose of the two deserted complexes. 

Apparently, some dreadful disease struck the population. It was fatal in all 
cases, no one seemed to be immune, and there was no cure. In an effort to 
save the race, these complexes were built so that automated, computerized 
research could go on, while as many people as could be saved (several tens 
of millions) were put in suspended animation in caverns buried far below. 

Unfortunately, something has gone wrong. The computer has broken down, 
just as it was on the verge of producing the serum which would cure the di- 
sease. This was scheduled to trigger the beginning of the revival procedure, 
but since it has not occured, thousands of years have gone by as the milli- 
ons below slept on. 

At the Planetary Defense control room, presumably designed to protect the 
planet against large meteors, one of the logic circuits has fried. You realize 
that this is why the Feinstein was fired upon, and this system must be re- 
paired if you are to have any hope of rescue. 

At the Planetary Course Control room, presumably designed to keep the 

planet in a stable orbit at a favorable distance from its sun, you discover 
that once again, the multipy-backed-up automated system has finally suc- 
cumbed to the weight of the passing eons. The system is damaged, and the 
planet (which I am currently calling Resida) is spiralling in toward the sun. 
This accounts for the rise in water level— the planet's ice caps are melting. 
In fact, the water level has risen noticably in just the few days since you 
arrived, and is threatening to inundate the complexes. 

To make matters even worse, your health has deteriorated even more, and 

you realize that you have contracted the same disease that decimated the 
planet's population, still virile after all these centuries. You seem to be par- 
ticularly susceptible to its effects, and realize that you have only days to 
live. 

Your only hope is to repair the laboratory computer system so that it can 
complete it's task of producing an antidote. In fact, the only problem is 
that one micro-relay has gone bad. But it's not as simple as all that. 

The only way to access the relay is via a combination 
miniaturization- teleporation booth, which will shrink you to microscopic size 
and send you into the innards of the delicate computer circuitry. However, 
the access card for the mini-booth is lying on the floor of the bio lab. A 
fissure has opened up in the wall between the *bio lab and the radiation lab, 
and this radiation has been flooding the biological experiments for millenia. 

The bio lab is now full of countless, violent, dangerous, mutated monsters. 

Floyd, your constant mechanical companion, bravely volunteers to get the 

card, insisting that robots are tough and can't be hurt as easily as people. 
He goes after that card, and barely makes it back, badly damaged. He gives 

you the card and collapses at your feet. In a moving death scene, you era- 
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die his head in your lap, and sing him his favorite song: an ancient ballad 

about an asteroid miner who discovered and learned to control a mighty 
alien ship. 

You use the mini-card to get sent to the malfunctioning section of the 
computer. You fix the relay using a laser, and begin heading for the "exit". 
But once again, luck is not on your side. A "giant" microbe stands before 
you, blocking your retreat. A voice whispers in your ear that this section of 
the computer will re-activate in N time-cycles. 

The laser is a moderately good weapon against the microbe, but it isn't 
enough. However, there is a way to dispose of this nasty fellow... • 

This is where your luck really hits rock bottom. There is a breakdown in 
the mini-booth, and you are sent instead to an auxiliary booth, located just 
on the other side of the mutation-infested bio lab. 

A tremendous chase scene ensues, with the fortunate adventurer locating a 
newly-revealed elevator door and reaching it just as the mutations begin 
nipping at his heels. The doors close and the elevator begins descending into 
the heart of the mountain whose plateau holds the complex. The doors upon 
onto an anteroom containing a single cryo-unit, and a sophisticated control 

panel. Beyond the anteroom you can see cavern after cavern lined with end- 
less rows of cryo-units. 

The unit before you opens, and the leader of the planet is given the anti- 
dote and revived by a couple of medical robots. He/she rises and fiddles 

with the control panel, then turns to greet you. If you have succesfully re- 
paired the various systems, the planet is saved and you are a hero. A party 
from another Patrol ship, looking for survivors from the Feinstein, beams 
down. The Residants offer you a position as co-leader of Resdia, and the 
Patrol offers you a chance to return at a much elevated rank. In either 
case, Blather (who was found floating around in another escape pod) is made 
your personal toilet attendant. 



SCORING: A conventional scoring system similar to Zork 1, Zork 2, and 

Starcross. Points awarded for various accomplishments. Total number of po- 
ints is 400. 

NEW ELEMENTS: Survivor contains several concepts that are new to Inter- 
logic games. It will be a time-based game, like Deadline and Witness. 

However, unlike those games, where all moves took one minute, in Survivor 
different actions and movements will take differing amounts of time. 

Another new concept is that of days and sleeping. The game will last ar- 
ound 5 to 10 days (of game time, not real time), and the player will have 
to find places to sleep and food to eat. This, in addition to the advancing 

effects of the disease, should add a new degree of realism to the game. 

.# 

Finally, the presence of Floyd represents the first time that there is a 
strong second central character (the first being the player himself). The wi- 
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zard in Zork 2 and the dungeon master in Zork 3 were really only peripheral 
characters without very much personality, and the various characters in the 
mysteries, although quite complex, were individually not that major. 



SKETCHY PROPOSED OUTLINE FOR THE 
INTERLOGIC FUTURE HISTORY SERIES 

SEM 11/22/82 



2017 S.Y. — First permanent extra-terrestrial habitat established at the L5 
point in the Earth/Moon system. Population twelve thousand. Self-supporting. 

2019 S.Y. — Limited nuclear war on Earth between two third world nations 
sends global economy into a massive depression. 

2045 S.Y. — First permanent moon colony established by L5-A. 

2048 S.Y. — Second space habitat established. 

2077 S.Y. — First permanent habitat outside of the Earth/Moon system es- 
tablished on Ceres. 

2138 S.Y. — Pact of 2138 creates solar "nation" consisting of the twelve 
space habitats, the three inhabitated asteroids, the four Moon settlements, 
and the settlements on Mars and Ganymede. L5-A made seat of new gov- 
ernment. 

2152 S.Y. — Earth brought into solar "nation", some degree of order forced 
upon Earth. 

2181 S.Y. — Seat of solar system government moved to Earth. 

2186 S.Y. — STARCROSS 

2230 S.Y. — First interstellar flight, using new hyperdrive developed from 
technology learned from the alien artifact. 

2289 S.Y. — First non-solar system settlement established 

2655 S.Y. — The twelve human worlds form a loose federation with Earth 
as the capital. 

2809 S.Y. — First encounter with a planet settled by a non-human intelli- 
gent species (the Weasels). First Great Crisis. 

2997 S.Y. — First interstellar war. (through 3211) 

3005 S.Y. — Second encounter with a planet of intelligent aliens (the Giant 
Spiders). 

3211 S.Y. = 1 G.Y. — Treaty of Malcordia ends the first interstellar war. 
F ormation of the Galactic Union (later known as the First Galactic Union). 
Earth established as capital of Union. 



3299 S.Y. = 88 G.Y. — Home world of the artifact-builders located. 
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3771 S.Y. = 560 G.Y. — Following a lengthy economic and political struggle, 

the capital of the Galactic Union is moved from Earth to Varshon. Second 
Union proclaimed. Beginning of the Golden Millenium. Earth fades as a ga- 
lactic force. 

1543 G.Y. — Invention of mind-control technology. Second Great Crisis. 

1716 G.Y. — Last formal Congress of the Second Union adjourns. Beginning 
of the Galactic Dark Age. 

6556 G.Y. - SUSPENSION 

10,663 G.Y. — Tremain conquers 50 or so neighboring worlds, making the 

Tremain Empire the largest group of united worlds since the fall of the 
Second Union. 

11,203 G.Y. — Treaty between Tremain and Gallium establishes the Third 
Union, with capital on Tremain. 

11,344 G.Y. — SOLE SURVIVOR 

12,565 G.Y. — Invading bug-eyed monsters from the Andromeda galaxy con- 
quer all of mankind, turning everyone into slaves and forcing people to eat 
yogurt. End to life as we know it. 

S.Y. = solar year 
G.Y. = galactic year 
3211 S.Y. = 1 G.Y. 



********** COMMENTS ? ? ? ********** 

Is it flexible enough to avoid limiting future s.f. game concepts? 

Does it fit current ideas for specific upcoming games, such as STARCROSS 
sequel? 

Additions, deletions, details? 



********** COMMENTS ? ? ? ********** 

Is it flexible enough to avoid limiting future s.f. game concepts? 
Does it fit current ideas for specific upcoming games 
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SCORING 
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Entering the Escape P 

^ E p,tering i the a Crag 

on Floyd for the first timeB 
Firing the laser for the first time I 
Entering Storage Westjj 
Entering Admin Corridor Nortf 
Entering the Kitchen/ 

Enterinq Tower Corea 
Entering Kalamontee Platforr^ 

Enter Lawanda Platform! 

Entering Strip Near Station 
Entering Auxiliary bootf} f 
Entering Cryo-Elevatorf 
Fixing the Course Control sys 
Fixing' the Defense system, 








♦ Fixing the 'Communications system 

• Fixing the Computer relay I 
Floyd's dealt 

flaking the Upper Elevator Card* 
VTaking the Lower Elevator Card 
Jaking the Kitchen Card ^ 

Taking the Shuttle Card 
Taking the Mini l^a^r 858 ^ 
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TOTAL = 400 points 



SCORING 
revised system 
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XTaking the Kitchen Card p 
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02 


1 


XTaking the Shuttle Card | 
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02 


1 


X Taking the Mini Card 1| 



OLD TOTAL = 400 points 



NEW TOTAL = 80 points 



NOTE: Scoring revised on 4/25/83 due to a bug in the Atari interpreter 

which would not allow a three-digit score and a four-digit time. 



LIBRARY TOPICS 



— Computer terminal in library displays "main menu" 

— Specifying main menu topic number gives "sub-menu" 

— Specifying sub-menu number gives brief description of topic and tells you 
to contact Librarian to get spool for more information. No librarian can 
be found, of course. 



1: His tor ee 

1: Raashul Orijinz: Xe Sekund Uunyun 
2: Hiiaatus 

3: Riiz uv xe Nuu Teknakrasee 

2: Kultcur 

1: Lituratshur 
2: Art 
3: Muusik 



3: Teknoloogee 

1: Medisin 
2: Agrikultcur 

C 3: Tranzportaashun j ft 
4: Spaas Travul (jVv£,(.V 
5: Planateree Sis turn z 



4: Jeeografee 

1: Planit Landmas 

2: Undursee 
3: Spaas Koloneez 



5: Xe Prajekt 

1: Orijinz of xe Dizeez 
2: Xe Instalaashunz 
3: Prajekt Kuntrool 
4: Criioojenik Kuntrooli !\\U 




6: Inturlajik Gaamz 

1: Zork 

2: Dedliin % k/l ^ 

3: Starkros ! 'Z-, 

4: Suspenshun/ 




HISTOREE 



1. Raashul Orijinz: Xe Sekund Uunyun 

Xe aancint lejindz saa xat ships frum xe Sekuund Uunyun wuns fild ar skiiz 
and wil wun daa cum agen. But madurn siientists, hoo wuns dismist such le- 
jindz and felt xat lif eevolvd heer on (planet name), now feel xat xe Sekund 
Uunyun wuz xe truu orijin uf ar raas, and xat (planet name) wuz setuld bii 
men hoo eevolvd on unuxur wurld. 

2. Hiiaatus 

Wexur or not xe lejinds uf xe Sekund Uunyun ar truu, arkaaoloojists ar sur- 

tin xat a peereeud of hii teknoolojikul and soshul deevelupment egzistid 
thowzindz uv yeerz agoo, but for sum reezun civilizaaxun slid intuu a dark 
aaj lasteeng senshureez. 

3. Riiz uf xe Nuu Teknakrasee 

Wixin xe last xree senshureez, xe riiz of xe Nuu Teknakrasee haz brort a 
reeturn tuu xe levul of civilizaashun ataand beefor xe Hiiaatus. Soshul histo- 
reeunz xink xat at xe tiim Xe Dizeez struk, ar ras had aceevd a levil of 
sufis tikaashun abowt eekwul tuu xe hiiest levil beefor xe Hiiaatus. 



KULTSHUR 



1. Lituratshur 

This section talks about the development of (planet name) literature, from 
ancient times through modern times, and mentions some of the most famous 
writers and writings. 

2. Art 

This section tells about the history of (planet name) art, describes some of 
its most common forms, and lists some famous artists and artworks. 

3. Muusik 

This section talks about (planet name) music, referencing a wide selection of 
available tapes of historical and contemporary music. 



TEKNOLOOGEE 

1. Me disks 

Wix xe eeradikaashun of kansur-reelaatid dizeezuz and xe deevelupment uv 

Klark Seerum, awl maajur fizicul and raentul disordurz hav bin eeliminaatid. 
Moost maajur orginz uv xe bodee kan bee reeplaast bii artifishulee-prooduust 
imitaashunz. Xe bulk uv curint medikul reesurch iz in xe feeld of lonjevitee. 

2. Agrikultur 

Xe deevelupment uv madurn eeragaashun and furtilazaashun tekneeks oovur 
xe last senshuree hav kumpleetlee eeliminaatid xe masiv faminz xat hav pla- 
agd (planet name) for rnoost uv its madurn historee. In adishun, the kon- 
strukshun of xe hiidroopaniks sis turn and the kultivaashun uv vast undursee 

farmz inshuur that eevin in xe wurst surkumstansez xer wil bee ampul supli- 
iz of vaareed, inekspensiv fuud. 

3. Tranzportaashun 

It wuz beeleevd xat xe invenshun uv teleoortaashun wud revooluushuniiz 

-4k* 

tranzportaashun on (planet name). Howevur, xe proses haz pruuvin tuu bee 
tuu ekspensiv tuu bee praktikul for mas aplikaashun, at leest in its curint 
form. The maan form uv mas tranzit reemaanz xe Korstur Kar for short 
trips and the IJndurgrownd Shutul Netwurk for longur trips. 

4. Spaas Travul 

Xe nuu nuukleeur-powurd rokits hav maad spaas travul cheepur and ekoono- 

miklee feezibul. Sum siientists alsoo feel xat a form uv travul "owtsiid" of 
normul spaas iz theeooretiklee posibul. Xis wud maak travul tuu neerbii 

starz a posubilitee, but iz probublee at leest a hundrid yeerz awaa. 

5. Planateree Sistumz 

Xe graatist kontribuushun tuu xe kwalitee uv liif in xe modurn era iz xe 
deevelupment uv xe Planateree Sistumz — Planateree Kors Kuntrool to staa- 
buliiz (planet name)'z eeratik orbit, Planateree Wexur Kuntrool to maantaan 
aa modurit cliimit in awl landmasis, Planateree Koirmunikaashunz, to proviid 
an instint komuunikaashunz neturk tuu kanekt xe gloob and all xe spaas ko- 
loneez, and Planateree Deefens, to prootekt (planet name) f rum meeteeor 
striiks. 



THE BALLAD OF THE STARCROSS MINER 



O, they ruled the solar system 
Near ten thousand years before 

In their single starcrossed scout ships 
Mining ast’roids, spinning lore. 

Then one true courageous miner 
Spied a spaceship from the stars 
Boarded he that alien liner 
Out beyond the orb of Mars. 



Yes, that ship was filled with danger 
Mighty monsters barred his way 
Yet he solved the alien myst’ries 
Mining quite a lode that day. 



O, they ruled the solar system 
Near ten thousand years before 
’Til one brave advent'rous spirit 
Brought that mighty ship to shore. 
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Final problem for SOLE SURVIVOR 



The computer displays a readout that says something like MALFUNK- 
SHUN IN SEKSHLTN 384-Z. You have to go to the miniaturization/repair 
booth, activate it with the proper card, and type in the correct SEKSHUN 

NUMBUR. If you type in any other section number you will get sent to an 
"active" section of the computer and get fried. 

If you type in the correct section, you are miniaturized and simul- 
taneously teleported to a mini-station in that section of the computer. You 
must then make your way to the damaged component. 

You must bring along the laser, after having put in a new 
power-pack. The damaged component is a vacuu-sealed micro-relay. It is 
cased in red transluscent plastic, and within you can see a black speck of 
dust which is preventing the micro-relay from closing. By setting the laser 
to produce a red beam, you can shoot harmlessly through the casing and 
destroy the speck of dust. If you try it with the laser not set to give a red 
beam, the casing will shatter, and the computer will be munged. 

You must then return to the mini-station in order to be removed 
from section 384-Z before it is reactivated and you are fried. However, to 
you horror, standing between you and the mini-station is an enormous, hairy 
microbe (approximately the apparent size of an elephant and looking very 
hungry). It has managed to enter this' sterile environment, and seems intent 
on having you for dinner. Cilia waving, it slithers toward you menacingly. 
You must defeat the microbe in an exciting laser battle, perhaps changing 
the setting of the laser, and do it in time to get out before the section of 
the computer is activated. 

When you successfully reach the mini-station and are teleported out 
and un-miniaturized, you are not returned to the booth near the computer 
room, but to the auxiliary booth behind the bio-labs! You must then some- 
how get past the mutated monsters in the biolab. 
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August 13, 1985 



Feedback from Customer Support 

Interactive F iction 

WARRANTY CARDS GAME 

-Best adventure software on the market today. Just fantastic! ZO 

-Infocom stories should be on the New York Times Book Bestseller list. ZO 

-1 usually feel very comfortable with Infocom stories, but wish one of the 
characters in Cutthroats had been female. I don't think it would hurt the 
story and would have been a breakthrough in favor of some of your fans. ZO 

-Had trouble with the first try at making a play diskette. Awkward to 

have to type the game name. Should hint to make AUTOEXEC .BAT file! ZO 

-Excellent story. Wish there was more help in the package for us 
introductory level gamers. ZO 

-The packaging is excellent, but the interactive story concept is awesome. ZO 

-Great! I've liked all your games except Cutthroats. My sister says they're 
boring but she's never played. What a geek! ZO 

-Steve M. is the best software designers in the world. Planetfall is the 

best game in the world!!!!!! Infocom rules all!!!!!! ZO 

-Congratulations on surviving the software 'slump.' It's quality software 
that sells, and only quality manufacturers are left. (Thank God!) So when 
is Planetfall n coming out? (We get lots of questions about Planetfall n) ZO 

-My wife and I have played several of your games. Compared to the other 
games which we played, we call Wishbringer an instant gratification game. ZO 

-Packaging great. The stone smells bad. I like the 40/80 column display 
choice. The story is involving and humorous. ZO 

-I really enjoy the new packaging and the fabulous gifts each adventure 
now comes with. Can't wait to see the new line of games you come out 
with. ZO 

-I was looking for a great game. You brought me my wish with 

Wishbringer. ZO 

-I cannot praise it enough! It is definitely the best in my collection of 
Infocom games. ZO 

-The game is miles ahead of the other introductory level game 
(Seastalker). I also recognize Brian Moriarty's Atari roots - the blinking 
cursor and distinctive key click from analogs 'crash dive.' ZO 



Infocom, Inc., 55 Wheeler Street, Cambridge, MA 02138 
(617) 492-1031 




SURVIVOR 




1.0 Introduction 



After the fall of the Second Galactic Union in 1716 GY, a ten-thousand-year 
dark age settled upon the galaxy. Interstellar travel was non-existent, and 
many star systems descended into a near-barbaric state, burning coal and 
gas for energy, and growing food directly from exposed topsoil. 

Now, a Third Galactic Union is finally rising from the ashes of the previous 
one. Ships of the Stellar Patrol explore the galaxy, searching for human civ- 
ilizations that are the remnants of the Second Union. 

You are a native of Gallium, one of the central worlds of the Third Union. 
Although it is a powerful political force in the Third Union, Gallium is no 
garden spot. In fact, Leblingusoid Besnap's preface to "Gallium on Twelve 

Credits a Day" says "The fascinating truth is not how to travel about Galli- 
um for only twelve credits, but why anyone would want to do it in the first 
place." 

For five generations your family has served in the Stellar Patrol. Your 
great-great-grandfather was a High Admiral and one of the founding officers 
of the Patrol. It was taken for granted that when you came of age you 
would join the Patrol. 

Now, one and one-half years after signing up, and two months after being 
transferred to the S.P.S. Feinstein, you have still attained only the rank of 
Ensign Seventh Class. Your superior, Ensign First Class Blather, has been 
making your life miserable. You're beginning to wonder if you're really cut 
out for the Stellar Patrol... 



2.0 Loading "Survivor" 



To load "Survivor", follow the instructions on the Reference Card which was 
included in the game package. 

The copyright notice and the release number should appear, followed by a 
brief introductory passage. You will then see the description of the starting 
location of the game. Finally, the prompt (» will appear. If you have fin- 
ished reading the manual, you are now ready to play "Survivor." 
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3.0 Rules and Strategies 



As an Ensign in the Stellar Patrol of the Third Galactic Union, you never 
know what dangerous and mystifying events might befall you at any moment. 
Your instructors have tried to prepare you for these events, but no amount 
of training can cover every conceivable contingency. It is important to use 
your wits and your intelligence. 

Your training includes a basic understanding of galactic time-keeping stan- 
dards. The standard galactic day is equivalent to the time it takes for the 
planet Earth in the Sol system to make one rotation. (Earth, now a backwa- 
ter world, is generally believed to have been the birthplace of humanity.) 
Each day is divided into 10 chrons, and each chron is divided into 1000 mil- 
lichrons. Even an Ensign Seventh Class who flunked Astrogation could deduce 
that there are ten thousand millichrons in a standard galactic day. 
Time-keeping is usually done in millichrons, such that early morning would 
be around 1300 and late evening would be around 8500. In some 
old-fashioned areas of the galaxy, 5000 is called "noon”. And on the admin- 
istrative moons of Tremain, most bureaucrats hold "2000 to 5500 jobs". 

In "Survivor”, time is recorded in millichrons. Time will pass only in res- 
ponse to your input. Nothing happens in the story while you are thinking and 
planning your next move, so you can proceed as slowly and carefully as you 
choose. Different actions will naturally take different amounts of time to 
perform. For example, picking something up might only take seven milli- 
chrons, while walking down a long hall might take over a hundred milli- 
chrons. 

"Survivor" keeps track of your score as a rough measure of your progress in 
the game. Until you can complete the game with a perfect score of 400 po- 
ints, you might as well resign yourself to holding a bureaucratic 2000 to 
5500 job on one of the administrative moons of Tremain. 

Your Patrol training has taught you that when you find yourself in an unk- 
nown area, you should explore and get to know your surroundings. The best 
way to move from place to place is to type the direction in which you want 
to move. You can use all eight compass directions, which can be abbreviat- 
ed to N, E, S, W, NE, SE, NW, and SW. UP and DOWN are also important, 
and can be abbreviated to U and D. IN and OUT may also work in certain 
places. On board a ship, FORE, AFT, PORT, and STARBOARD should be 
used. 

"Survivor" calls each particular location a "room". When you enter a room 
for the first time, "Survivor" displays the name of the room, a description 
of the room, and descriptions of any interesting objects in the room with 
which you might want to interact. When you return to a room, only the 
name of the room and names of the objects in it are displayed. 

The VERBOSE command tells "Survivor^' to print the full description of 
every room and every object each time you see them, not just the first 
time. The SUPERBRIEF command tells "Survivor" to show only the name of 
the room, even the first time you enter the room, and not even to mention 
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objects in the room. When you are in Superbrief mode, you can still get a 

description of the room and the objects present by typing LOOK or L. The 

BRIEF command tells '’Survivor” to return to the initial mode, in which you 

receive descriptions only on your first visit to a room. 

Another aspect of your Patrol training was in cartography. You learned how 

important it was to make a map of your surroundings if you find yourself in 
a strange location. Remember that there are 10 possible directions, plus IN 
and OUT. 

Many objects in the game are important for solving problems. Examine or 

read every object that seems important. Don't be afraid to try anything; the 
worst that might happen is that you'll get ’’killed." You can always start 
over again, or SAVE your position first. (See the section on restarting and 
saving.) Trying the bizarre can be fun and often will give you a clue. Here's 
a nonsense example: 

>GIVE THE CATERPILLAR TO THE CHRISTMAS TREE MONSTER 

The Christmas Tree Monster is revolted by the thought of adorning its 
branches with a caterpillar. 

You have just learned that there is probably something which would be a 
decoration pleasing to the monster and possibly a solution to a problem. 

There are many possible routes to the successful completion of "Survivor". 

Some problems that you encounter along the way may have more than one 
solution; others may not need to be solved at all. 

It is often helpful to play "Survivor" with another person. Different people 
find different problems easy, and can often complement each other. As the 
dual-brained worm beasts of Nebulon are fond of saying, "Two heads are 
better than one." (The dual-brained worm beasts of Nebulon are a fascinat- 
ing bunch, with a head on either end of their long worm-like bodies which 
can often grow to a length of fourteen kiloblops. One legend among space- 
farers claims that two ends of the same worm beast once fell in love and 
got married. It wasn't until they got in a big fight and one head decided to 

go back home to mother did they realized what had happened. But I di- 
gress.) 



4.0 Talking to "Survivor" 

When you see the prompt (», "Survivor" is waiting for you to type in your 
instructions. When you have finished typing in your instructions, press the 
RETURN key. "Survivor" will respond, and the prompt will reappear. 

When you play "Survivor" or any other Interlogic game, you type to it in 
plain English. You can pretend that all your sentences begin with "I want 
to...", although you should not type those words explicitly. "Survivor" will 
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digest your request, and tell you whether what you want to do is possible in 
the current situation, and whether anything interesting happens as a result. 

All words are distinguished by their first six letters, and all subsequent 
letters are ignored. Therefore, FINGERnail and FINGERprint would look like 
the same word to "Survivor”. 

"Survivor" understands many different types of sentences. Here are some ex- 
amples, using objects or situations that don't actually occur in "Survivor": 

TAKE THE SPACESUIT. PUT ON THE SPACE SUIT. TAKE THE BROKEN 
TELESCOPE. GO OUT. DROP THE FURRY ALIEN INTO THE BASKET. 
WEST. EXAMINE THE LARGE RED MACHINE. PUSH THE FLASHING BUT- 
TON. SHOOT THE FLASHING BUTTON WITH THE RAY GUN. TAKE THE 
NINE-VOLT POWER CELL. TAKE ALL THE NINE-VOLT POWER CELLS. 
LOOK UNDER THE TIME MACHINE. READ THE TIME MACHINE IN- 
STRUCTIONS. 

You must separate multiple objects of a verb by the word AND or by a 
comma. For example: 

DROP THE SMALL METEOR AND THE BROKEN TELESCOPE. TAKE THE 

FIVE-VOLT POWER CELL, THE NINE-VOLT CELL, AND THE FORTY-VOLT 
POWER CELL. PUT THE HYDROGEN PELLET AND THE OXYGEN PELLET 

IN THE ION DRIVE INPUT HOPPER. THROW THE MONSTER AND THE 
ALIEN IN THE CAGE. 

You can include several sentences on one input line if you separate them by 
the word THEN or by a period. No period is necessary at the end of the 
input line. For example, the following could all be typed on one input line: 

TAKE THE RAY GUN. RECHARGE THE RAY GUN. NE. SHOOT THE 
LOCK WITH THE RAY GUN THEN OPEN THE DOOR 

There are only two kinds of questions that "Survivor" understands. The first 
is WHAT IS (something) and the other is WHERE IS (something). For exam- 
ple: 

WHERE IS THE MALFUNCTIONING HOVERCRAFT? WHAT IS A GRUE? 

You will meet other humans and aliens as you play "Survivor". You can talk 
to these characters by typing their name, followed by a comma, followed by 
what you want to say to them. For example: 

DOCTOR, GIVE ME THE ARTIFICIAL LEG. ADMIRAL, FOLLOW ME. MIKE, 
KILL THE ALIEN. GURTHARK, OPEN THE CONTROL BOX THEN FIRE 
THE ROCKETS. 

"Survivor" tries to be clever about what you really mean when you don't 
give enough information. If you say that you want to do something, but you 
don't say what to do it with or to, "Survivor" will sometimes decide that 
there was only one possible object you could have meant. When it does so, 
it will tell you. For example: 
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>UNLO CK THE DOOR 
(with the key) 

The door is now unlocked. 

If your sentence is ambiguous, "Survivor” will ask what you really meant. 
Most such questions can be answered briefly. For example: 

>TURN THE AIRLOCK CONTROL 

What do you want to turn the airlock control with? 

>THE CROWBAR 
The airlock door opens. 

>SHOOT THE ALIEN WITH THE RAY GUN 

Which ray gun do you mean, the Arcturian ray gun or the Rigellian ray 
gun? 

>RIGELLIAN 

The rays bounce harmlessly off the alien's Rigellian-ray-gun-proof vest. 

"Survivor" uses many more words than it will accept in your inputs. 

"Survivor" has a vocabulary of hundreds of words, nearly all the words that 
you are likely to use when conversing with "Survivor". However, descriptions 

of rooms, objects, or events may use words that "Survivor" couldn't possibly 
digest. These words are used only to enhance your mental imagery, and are 
not necessary forx you to use to complete the game. 

Completely mystifying sentences will cause "Survivor" to complain in one 
way or another. (See the Appendix for an explanation of these complaints.) 
After making the complaint, "Survivor" will ignore the rest of the input line. 
Unusual events, such as being attacked, will also make "Survivor" ignore the 
rest of the sentences you typed, since the event may have changed your si- 
tuation dramatically. 



5.0 Restarting and Saving "Survivor" 



If you want to stop playing, and never return to this particular position 
again, type QUIT. "Survivor" will ask you if you really want to leave the 
game. Type Y for yes. 

If you want to start over from the beginning, type RESTART. Once again, 
"Survivor" will ask to make sure that this is really what you want to do. 

If you want to stop for now, but continue from this same position at a later 
point, you should use the SAVE command. Since it takes many hours to 
complete "Survivor", you will almost certainly not finish it in one sitting. By 
using the SAVE command, you can continue playing at a later time without 
having to start over from the beginning, just as you can place a bookmark 
in a book you are reading. SAVE makes a "snapshot" of your position in the 
game. If you are a cautious or prudent player, you may want to save your 
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position before you try something dangerous or tricky. You can then return 
to the SAVEd point, even if you have gotten '’killed” or lost since that 
point. To save a game position, just type SAVE at the game prompt (>) and 
then follow the instructions on your Reference Card. Remember that some 
systems require a blank disk for storage. 

When you want to continue playing from where you made a SAVE, follow 
the RESTORE procedure. You can RESTORE any SAVEd snapshot of your 
position at any time during play. When the prompt (» appears, just type 
RESTORE and follow the instructions on your Reference Card. You can then 
continue playing from your RESTOREd position. You can type LOOK to get 
a description of where you are. 



6.0 Important Commands 

To simplify your adventuring, you may order "Survivor" to give you informa- 
tion by typing specific commands. These commands can be used again and 
again as needed. Some will constitute a move, and time will elapse; others 
will not cause time within the game to elapse. Type these commands after 
the prompt (>) appears: 

AGAIN - "Survivor" will usually respond as if you had repeated your previous 
sentence. 

BRIEF - This commands "Survivor" to describe fully only newly encountered 
rooms and objects. Rooms already visited and objects already seen will be 
described by displaying the room name and the object names only. This is 
the initial mode of the game. 

DIAGNOSE - "Survivor" will give you a brief medical report about your con- 
dition. You will also find out if you are tired or hungry. 

INVENTORY - This will give you a list of all the items that you are carry- 
ing or wearing. You may abbreviate INVENTORY by typing I. 

LOOK - "Survivor" will describe your surroundings in detail. You may abbre- 
viate LOOK to L. 

QUIT - This gives you the option to quit playing. If you want to SAVE your 
position first, read the instructions for doing so. QUIT may be shortened to 
Q. 

RESTART - This ends the game and starts it over from the beginning. 
RESTORE - Restores a game position made using the SAVE command. 

SAVE - Saves a game position onto your storage diskette. 

SCORE - "Survivor" will tell you your current score, and a ranking which is 
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based on that score. You will also be told the current standard galactic 
time, and how many standard galactic days have elapsed since your adven- 
ture began. 

SCRIPT - This command will tell your printer to start making a transcript 
of the game as you play. It is not available on every system. 

SUPERBRIEF - This command tells "Survivor" to show you only the name of 
the room you have entered, and no other information. 

TYPE (something) - As you play "Survivor" you may encounter keyboards for 
inputting data. To do so, just type TYPE, followed by the word or number 
that you want to input. For example TYPE YES or TYPE 100. 

UNSCRIPT - This command tells your printer to stop making a transcript. 

VERBOSE - This command tells "Survivor" to show you a full description of 
the room and the objects in it whenever you enter a room. See BRIEF and 
SUPERBRIEF. 

VERSION - This will give you the Release number and the Serial number of 
your version of "Survivor." 

WAIT - This command causes time in the game to pass. Normally, between 
your moves, no time is passing as far as "Survivor" is concerned. You could 
leave the computer, scrub a deck, travel to seven distant star systems, and 
return to the game to find that nothing has changed. WAIT is used to make 
time pass in the game without doing anything. It might be useful if you are 
waiting for a specific time, waiting for a character to arrive, waiting for an 
event to happen, etc. WAIT will usually cause 40 millichrons to pass by. 

Other useful words and phrases: TAKE, DROP, EAT, DRINK, EXAMINE, 

TURN ON, TURN OFF, PUSH, PULL, ATTACK, SLEEP. There are many 
more. 



7.0 Appendix 



"Survivor" responses: "Survivor" will tell you when it can't digest your input, 

or if it wants you to clarify your instruction. Some of the common res- 
ponses are: 

* I DON'T KNOW THE WORD "[your word]". The word you typed is not in the 
game's vocabulary. Sometimes a synonym or rephrasing will be understood. If 
not, you can usually be sure that the word isn't important in your playing of 
the game. 

* I CAN'T USE THE WORD "[your word]" HERE. "Survivor" knows your word, 
but cannot understand it the way it appears in your input. It may be that 
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"Survivor" uses the word as a different part of speech. For example, you 
may be using LIGHT as a noun (as in "turn on the light"), but "Survivor" 
knows LIGHT only as a verb (as in "light the lamp"). Or, it is possible that 
your sentence made no sense at all: "Open the take," for example. 

THERE IS A NOUN MISSING IN THAT SENTENCE. This usually indicates an 

incomplete sentence, such as "Eat the red" or "Put the bomb in the", where 
"Survivor" expected another noun but couldn't find one. 

TOO MANY NOUN CLAUSES. An example is: "Shoot the alien in the bed 

with the ray gun." A valid "Survivor" sentence has, at most, one direct ob- 
ject and one indirect object. 

BEG PARDON? You did not type anything after the prompt (» and before 
you pressed the RETURN key on your keyboard. 

I CAN'T SEE ANY [object] HERE. The object you referred to was not ac- 
cessible to you. 

MULTIPLE OBJECTS CANNOT BE USED WITH "[your verb]". It is legal for 
you to use multiple objects (that is, nouns or noun phrases separated by 
AND or a comma) only with certain verbs. Among the more useful of these 
verbs are TAKE, DROP, and PUT. 

I DON'T UNDERSTAND THAT SENTENCE. You typed a sentence that was 

gibberish, at least as far as "Survivor" was concerned. You might try re- 
phrasing the sentence. 

Command summary: The following commands can be entered when the 

prompt (>) has appeared on the screen. (For explanations of these com- 
mands, see the section entitled IMPORTANT COMMANDS.) 

AGAIN 

BRIEF 

DIAGNOSE 

INVENTORY or I 

LOOK or L 

QUIT or Q 

RESTART 

RESTORE 

SAVE 

SCORE 



SCRIPT 
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SUPERBRIEF 

TYPE 

UNSCRIPT 

VERBOSE 

VERSION 

WAIT 

Sentence syntax: 

A "Survivor" sentence must contain at least a verb or a command (e.g. 
INVENTORY). 

Multiple objects of the verb must be separated by the word AND or a 
comma. 

Several sentences typed on the same input line must be separated by a peri- 
od or the word THEN. A period is not needed at the end of the line of 
input. 

Only two kinds of questions may be asked: WHAT and WHERE. 

For the shortest abbreviation of directions, use N (NORTH), S (SOUTH), E 
(EAST), W (WEST), NE (NORTHEAST), SE (SOUTHEAST), NW (NORTHWEST), 
SW (SOUTHWEST), U (UP), and D (DOWN). Aboard a ship, you may want to 
use F (FORE), AFT, P (PORT), and SB (STARBOARD). IN and OUT may 
also be helpful. 



8.0 We're Never Satisfied 



Here at Infocom, we spend month after month scrutinizing our games for 
errors, honing them to perfection, forcing them on hordes of terrorized 
game testers, and chanting the death scene from "Carmen." 

Even after the marketing division storms the building, gasses the game de- 
velopment offices, and tears the game disks from our fingers, we continue 
striving to perfect our games. If you've found a bug, or noticed a little in- 
consistency in a description, or thought a problem was too hard or too easy, 
or just have some interesting comments about the game, we'd love to hear 
about it. Just mail it to: 

Infocom Inc. 

55 Wheeler Street 

Cambridge, MA 02138 



Attn: Floyd 
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(Pages 2-3) 

The Patrol's looking for a few good organisms. 

j 

(Copy) 

If you're like most young people, you're probably doing a lot of wondering 
about what you should do with your future. You feel grown up and you're 
ready to make something out of yourself. You've been dreaming of the 
chance to go places and do things you just can't do at home. Well, the 
Stellar Patrol thinks you deserve your chance, and we've got a place in our 
outfit for dreamers like you. 

But it takes more than dreams to make it in the Patrol. You've got to be 
tough. Disciplined. Blindly loyal. We need the kind of soldier whose 
whole vocabulary consists of the word "Yessir "--and who's proud of it. 

Stellar Patrol Basic Training will teach you to be all these things and 
more. We guarantee we'll make a man out of you — and that goes for you women 
and aliens, too, because the Patrol's an Equal Opportunity Employer. So if 
you're ready to see just how far your dreams can take you, here's the place 



to start. 
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(Subhead) 



Loading PLANETFALL 



(Copy) 

To load PLANETFALL, follow the instructions on your Reference Card. (It's 
included in the game package.) 

The copyright notice and the release number should appear, followed by a 
brief introductory passage. Next you'll see the description of the 
starting location of the game. Finally, the prompt (>) will appear. If 
you have finished reading the manual, you are now ready to play PLANETFALL 

(Subhead) 

Talking to PLANETFALL 
(Copy) 

When you see the prompt (>), PLANETFALL is waiting for you to type in your 
instructions. When you have finished doing so, press the RETURN key. 
PLANETFALL will respond, and the prompt will appear. 
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When you play PLANETFALL (or any other game in INTERLOGIC Prose), you type 
it in plain English. You can pretend that all your sentences begin with "I 
want to . . . although you should not type those words explicitly. 
PLANETFALL will digest your request, and tell you whether what you want to 
do is possible in the current situation, and whether anything interesting 
happens as a result. 

All words are distinguished by their first six letters, and all subsequent 
letters are ignored. Therefore, FINGERnail and FINGERprint would look like 
the same word to PLANETFALL. 

Simple English Sentences ((bold)). PLANETFALL understands many different 
types of sentences. Here are some examples, using objects or situations 
that don't actually occur in PLANETFALL: 

TAKE THE SPACESUIT. PUT ON THE SPACESUIT. TAKE THE BROKEN TELESCOPE. GO 
OUT. DROP THE FURRY ALIEN INTO THE BASKET. WEST. EXAMINE THE LARGE RED 
MACHINE. PUSH THE FLASHING BUTTON. SHOOT THE FLASHING BUTTON WITH THE RAY 
GUN. TAKE THE NINE-VOLT POWER CELL. TAKE ALL THE NINE-VOLT POWER CELLS. 
LOOK UNDER THE TIME MACHINE. READ THE TIME MACHINE INSTRUCTIONS. 




Complicated English Sentences ((bold)). You must separate multiple objects 
of a verb by the word AND or by a comma. For example: 
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DROP THE SMALL METEOR AND THE BROKEN TELESCOPE. TAKE THE FIVE-VOLT POWER 
CELL, THE NINE-VOLT POWER CELL, AND THE FORTY-VOLT POWER CELL. PUT THE 
HYDROGEN PELLET AND THE OXYGEN PELLET IN THE ION DRIVE INPUT HOPPER. THROW 
THE MONSTER AND THE ALIEN IN THE CAGE. 

You can include several sentences on one input line if you separate them by 
the word THEN or by a period. No period is necessary at the end of the 
input line. For example, the following could all by typed on one input 
line: 

TAKE THE RAY GUN. RECHARGE THE RAY GUN. NE. SHOOT THE LOCK WITH THE RAY 
GUN THEN OPEN THE DOOR. 

Alien sentences ((bold)). Completely mystifying sentences will cause 
PLANETFALL to complain in one way or another. (See the Appendix, page 7, 
for an explanation of these complaints.) After making the complaint, 
PLANETFALL will ignore the rest of the input line. Unusual events, such as 
being attacked, will also make PLANETFALL ignore the rest of the sentences 
you typed, since the event may have changed your situation dramatically. 

How to Ask the Right Questions ((bold)). There are only two kinds of 
questions that PLANETFALL understands. The first is WHAT IS (something), 
and the other is WHERE IS (something). To wit: 
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WHERE IS THE MALFUNCTIONING HOVERCRAFT? WHAT IS A GRUE? 



(For more on sentence construction, see "Sentence Syntax" in the Appendix, 
page 7.) 

Communicating with Humans and Other Strange Creatures ((bold)). In the 
course of playing PLANETFALL, you will meet humans and aliens. You can 
talk to these characters by typing the individual's name, followed by a 
comma, followed by whatever you want to say to him, her, or it, i.e.: 

DOCTOR, GIVE ME THE ARTIFICIAL LEG. ADMIRAL, FOLLOW ME. MIKE, KILL THE 
ALIEN. GURTHARK, OPEN THE CONTROL BOX THEN FIRE THE ROCKETS. 

What to Do When PLANETFALL Talks Back ((bold)). PLANETFALL tries to be 
clever about what you really mean when you don't give enough information. 
If you say that you want to do something, but you don't say what to do it 
with or to, PLANETFALL will sometimes decide that there was only one 
possible object you could have meant. For instance: 

> UN LOCK THE DOOR 
(with the key) 

The door is now unlocked. 



GR 
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If your sentence is ambiguous, PLANETFALL will ask what you really meant. 
Most such questions can be answered briefly. For example: 



>TURN THE AIRLOCK CONTROL 

What do you want to turn the airlock control with? 

>THE CROWBAR 

The airlock door opens. 

>SH00T THE ALIEN WITH THE RAY GUN 

Which ray gun do you mean, the Arcturian ray gun or the Rigellian ray gun? 
>RIGELLIAN 

The rays bounce harmlessly off the alien's Riggelian-ray-gun-proof vest. 

PLANETFALL uses many more words than it will accept in your inputs. 
PLANETFALL has a vocabulary of hundreds of words, including nearly all the 
words that you are likely to use in playing the game (curses excepted). 
However, descriptions of rooms, objects, or events may use words that 
PLANETFALL couldn't possibly digest. These words are used only to enhance 
your mental imagery, and are not necessary for you to use to complete the 



game. 
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RESTARTING, SAVING, RESTORING, AND QUITTING WITH HONOR AND DIGNITY 



(Copy) 

If you want to start over from the beginning, type RESTART. PLANETFALL 
will ask to make sure that this is really what you want to do. 

If you want to stop for now, but continue from your present position at a 
later point, you should use the SAVE command. Since it takes many hours to 

V 

complete PLANETFALL, you will almost certainly not finish it in one sitting 
By using the SAVE command, you can continue playing at a later time without 
having to start over from the beginning, just as you can place a bookmark 
in a book you are reading. SAVE makes a "snapshot" of your position in the 
game. If you are a cautious or prudent player, you may want to save your 
position before you try something dangerous or tricky. You can then return 
to the SAVEd point, even if you have gotten "killed" or lost since that 
point. To save a game position, just type SAVE at the game prompt (>) and 
then follow the instructions on your Reference Card. Remember that some 
systems require a blank disk for storage. 

When you want to continue playing from where you made a SAVE, follow the 
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RESTORE procedure. You can RESTORE any SAVEd snapshot of your position at 
any time during play. When the prompt (>) appears, just type RESTORE and 
follow the instructions on your Reference Card. You can then continue 

playing from your RESTOREd position. You can type LOOK to get a descrip- 
tion of where you are. 



If you want to stop playing, and have no desire to save your position for 
future use, type QUIT. Once again, PLANETFALL will ask you if you really 
want to leave the game. Type Y for YES. 
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Learn valuable skills and see the Galaxy. 

) 

(Copy) 

Sure, you'll get a paycheck in the Patrol. But thirty-two credits, new 
underwear, and a pack of chewing gun every month isn't all you'll get out of 
it. You'll also be traveling to distant worlds you'd never imagined 
existed. Earning the respect of your friends and family. And acquiring 
outstanding technical training that can get you a good job in later life. 
Here are just a few of the valuable skills you can learn in the Patrol. 

How to Watch the Clock ((bold)). Ever since the Galaxy switched over to 
Metric Standard Time, the recognized basic unit of time has been the 
mi 1 1 ichron . One thousand millichrons make up one chron, and the standard 
galactic day is divided into ten chrons, so mathematicians everywhere will 
rejoice to know that there are ten thousand millichrons in a day. (The 
standard galactic day, by the way, is equivalent to the time it takes for 
the planet Earth to make one rotation. Earth, a backwater world in the Sol 
System, is generally believed to be the birthplace of humanity.) 




Since time is usually kept in millichrons, early morning occurs around 1500 
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and late evening comes at 8500 or so. In some old-fashioned parts of the 
galaxy, 5000 is called "noon." And on the administrative moons of Tremain, 
most bureaucrats hold "2000 to 5500 jobs." 



In PLANETFALL, time will pass only in response to your input. Nothing hap- 
pens in the story while you are thinking and planning your next move, so 
you can proceed as slowly and carefully as you choose. Different actions 
will take different amounts of time to perform. For example, picking 
something up might take only seven millichrons, whereas walking down a long 
hall can take upwards of a hundred millichrons. 



Knowing the Score ((bold)). PLANETFALL keeps track of your score as a 
rough measure of your progress in the game. Until you can complete the 
game with a perfect score of 400 points, you may as well resign yourself to 
holding a bureaucratic 2000 to 5500 job on one of the administrative moons 
of Tremain. 

Which Way Is Up ((bold)). When you find yourself in an unknown area, you 
should explore and get to know your surroundings. It is also a wise idea 
to make a map of the location. 

The best way to move from place to place is to type the direction in which 
you want to move. You can use all eight compass directions, which can be 
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abbreviated to N, E, S, W, NE, SE, NW, and SW. UP and DOWN are also impor- 
tant, and can be abreviated to U and D. IN and OUT may also work in cer- 
tain places. On board a ship, FORE, AFT, PORT, and STARBOARD should be used 

Finding Out Where the Heck You Are ((bold)). PLANETFALL calls each par- 
ticular location a room. When you enter a room for the first time 
PLANETFALL displays the name of the room, a description of the room, and 
descriptions of any interesting objects in the room with which you might 
want to interact. When you return to a room, only the name of the room 
and names of the objects in it are displayed. 

The VERBOSE command tells PLANETFALL to print the full description of every 
room and every object each time you see them, not just the first time. The 
SUPERBRIEF command tells PLANETFALL to show only the name of the room, even 
the first time you enter the room, and not even to mention objects in the 
room. When you are in Superbrief mode, you can still get a description of 
the room and the objects present by typing LOOK or L. The BRIEF command 
tells PLANETFALL to return to the initial mode, in which you receive 
descriptions only on your first visit to a room. 

Miscellaneous Tactics for Winning and/or Getting Killed ((bold)). There 
are many possible routes to the successful completion of PLANETFALL. Some 
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problems that you encounter along the way have more than one solution; 
others may not need to be solved at all. 

Many objects in the game are important for solving problems. Examine or 
read every object that seems important. Don't be afraid to try anything; 
the worst that might happen is that you'd get "killed." You can always 
start over again, or SAVE your position first. (See "Restarting, Saving 
. . .," page 3.) Trying the bizarre can be fun and often will give you a 
clue. Here's a nonsense example: 

>G I VE THE CATERPILLAR TO THE CHRISTMAS TREE MONSTER 

The Christmas Tree Monster is revolted by the thought of adorning its 

branches with a caterpillar. 

You have just learned that there is probably something which would be a 
decoration pleasing to the monster and possibly a solution to a problem. 

The Importance of the Buddy System ((bold)). It is often helpful to play 
PLANETFALL with another person. Different people find different problems 
easy, and can often complement each other. As the dual -brained worm beasts 
of Nebulon are fond of saying, "Two heads are better than one." (The dual- 
brained worm beasts of Nebulon are a fascinating bunch, with a head on 
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either end of their long worm-like bodies which can often grow to a length 
of fourteen kiloblops. One legend among spacefarers claims that two ends 
of the same worm beast once fell in love and got married. It wasn't until 
they got in a big fight and one head decided to go back home to mother that 
they realized what had happened. 
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Take command of your tomorrow today. 

(Copy) 

You may start out at the bottom as an Ensign 7th, but you won't have to 
stay that way for long. Because there's plenty of opportunity for advance- 
ment in the Patrol for those who live up to our motto of "Boldly Going 
Where Angels Fear to Tread." 

As a proud member of the Stellar Patrol, you'll be helping to carry the 
Third Union's peaceful message of benevolent central bureaucratical ism to 
the thousands of worlds lost after the Second Collapse. It takes grit and 
courage as well as wisdom to be such a messenger. For while most civilized 
planets can be brought into the fold via a routine ambassadorial mission, 
certain worlds require further clarification of our message. In such 
cases, it's the job of the Patrol to step in, firmly plant its heel, and 
take charge of the situation. If you have what it takes to lead a Patrol 
expedition, that heel could be you. Here's a sample of the kind of command 
decisions you may be making. 
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Important Commands 
(Copy) 

To simplify your adventuring, you may order PLANETFALL to give you infor- 
mation by typing specific commands. These commands can be used again and 
again as needed. Some will constitute a move, and time will elapse; others 
will not cause time within the game to elapse. Type these commands after 
the prompt (>) appears: 

AGAIN— PLANETFALL will usually respond as if you had repeated your previous 
sentence. 

BRIEF — This commands PLANETFALL to describe fully only newly encountered 
rooms and objects. Rooms already visited and objects already seen will be 
described by displaying the room name and the object names only. This is 
the initial mode of the game. 

DIAGNOSE — PLANETFALL will give you a brief medical report about your con- 
dition. You will also find out if you are tired or hungry. 

INVENTORY — This will give a list of all the items that you are carrying or 
wearing. You may abbreviate INVENTORY by typing I. 
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LOOK--PLANETFALL will describe your surroundings in detail. You may abbre- 
viate LOOK to L. 

QUIT— This gives you the option to quit playing. If you want to SAVE your 
position first, read the instruction for doing so. QUIT may be shortened 
to Q. 

RESTART — This ends the game and starts it over from the beginning. 

RESTORE— Restores a game position made using the SAVE command. 

SAVE — Saves a game position onto your storage diskette. 

SCORE— PLANETFALL will tell you your current score, and a ranking which is 
based on that score. You will also be told the current standard galactic 
time, and how many standard galactic days have elapsed since your adventure 
began . 

SCRIPT — This command will tell your printer to start making a transcript of 
the game as you play. It is not available on every system. 

SUPERBRIEF — This command tells PLANETFALL to show you only the name of the 
room you have entered, and no other information. 

TIME— This will give the current time within the game. It is useful for 
those versions which have no status line. 
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TYPE ( someth ing )--As you play PLANETFALL you may encounter keyboards for 
inputting data. To do so, just type TYPE, followed by the word or number 
that you want to input. For example TYPE YES or TYPE 100. 

UNSCRIPT— This command tells your printer to stop making a transcript. 

VERBOSE— This command tells PLANETFALL to show you a full description of 

the room and the objects in it whenever you enter a room. See BRIEF and 
SUPERBRIEF. 



VERSION— This will give you the Release number and the Serial number of 
your version of PLANETFALL. 



WAIT— This command causes time in the game to pass. Normally, between your 
moves, no time is passing as far as PLANETFALL is concerned. You could 
leave the computer, scrub a deck, travel to seven distant star systems, and 
return to the game to find that nothing has changed. WAIT is used to make 
time pass in the game without doing anything. It might be useful if you 
are waiting for a specific time, waiting for a character to arrive, waiting 
for an event to happen, etc. WAIT will usually cause 40 millichrons to pass 

by. 



There are many other useful words and phrases, including: TAKE, DROP, EAT, 

DRINK, EXAMINE, TURN ON, TURN OFF, PUSH, PULL, ATTACK, SLEEP. For a more 
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complete (but by no means exhaustive) listing, please see the Command 
Summary on the back cover of this manual. 



(Subhead) 



Appendix 



(Copy) 

PLANETFALL's Responses ((bold)). PLANETFALL will sometimes talk back to 
you in order to tell you when it can't digest your input, or if it wants 

you to clarify your instruction. Some of the common PLANETFALL responses 
are: 

I DON'T KNOW THE WORD (your word). The word you typed is not in the game's 
vocabulary. Sometimes a synonym or rephrasing will help here. If not, you 
can usually be sure that the word isn't important in your playing of the 
game. 

I CAN'T USE THE WORD (your word) HERE. PLANETFALL knows your word, but 
cannot understand it the way it appears in your input. It may be that 
PLANETFALL uses the word as a different part of speech. For example, you 
may be using LIGHT as a noun (as in "turn on the light"), but PLANETFALL 
knows LIGHT only as a verb (as in "light the lamp"). Or it is possible 
that your sentence made no sense at all: "Open the take," for example. 
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THERE IS A NOUN MISSING IN THAT SENTENCE. This usually indicates an 
imcomplete sentence, such as "Eat the red" or "Put the bomb in the," where 
PLANETFALL expected another noun but couldn't find one. 

TOO MANY NOUN CLAUSES. An example is: "Shoot the alien in the bed with 
the ray gun." A valid PLANETFALL sentence has, at most, one direct object 
and one indirect object. 

BEG PARDON? You did not type anything after the prompt (>) and before you 
pressed the RETURN key on your keyboard. 

I CAN'T SEE ANY (object) HERE. The object you referred to was not 
accessible to you. 

MULTIPLE OBJECTS CANNOT BE USED WITH (your verb). It is legal for you to 
use multiple objects (that is, nouns or noun phrases separated by AND or a 
comma) only with certain verbs. Among the more useful of these verbs are 
TAKE, DROP, and PUT. 

I DON'T UNDERSTAND THAT SENTENCE. You typed a sentence that was gibberish, 
at least as far as PLANETFALL was concerned. You might try rephrasing the 



sentence. 
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Sentence Syntax ((bold)). Here are a few helpful tips on constructing sen- 
tences that PLANETFALL can understand. 

/ 

A PLANETFALL sentence must contain at least a verb or a command (e.g. 
INVENTORY). 

Multiple objects of the verb must be separated by the word AND or a comma. 

Several sentences typed on the same input line must be separated by a 

period or the word THEN. A period is not needed at the end of the line of 
input. 

Only two kinds of questions may be asked: WHAT and WHERE. 

For the shortest abbreviation of directions, use N (NORTH), S (SOUTH), E 
(EAST), W (WEST), NE (NORTHEAST), SE (SOUTHEAST), NW (NORTHWEST), SW 
(SOUTHWEST), U (UP), and D (DOWN). Aboard a ship, you may want to use F 
(FORE), AFT, P (PORT), AND SB (STARBOARD). IN and OUT may also be helpful. 
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Be part of a legacy that lives on 
(Copy) 

Upon joining the Patrol, you may be amazed to learn the true vastness 

of our military might. But It came as no surprise to one man: 

% 

Moretsky (now known as Morescu, the Bearded Oracle of Yonkers), who 
wrote of the present-day galaxy with astounding precision nearly 100 
centuries ago, in his visionary tale, PLANETFALL. But that was only 
the beginning of his accomplishments, and today this poet-prophet is 
considered a role model for all good Stellar Patrolmen. 

You have probably heard of artists who become absorbed in their work. 

This happened to Morescu in quite a literal sense. For as he wrought 
one day at his computer keyboard and watched PLANETFALL 's premonitory 
universe unfolding, he felt himself being drawn into the scene. Before 
he was able to resist, his body and soul flowed into the screen, and he 
vanished forever from the year 1983 A.D. 

Morescu awoke to find himself in a veritable 114th Century Garden of Eden 
known as Paradisio-Del ta. The natives, seeing this being who had 

.*s» 

materialized so mysteriously on their planet, instantly began worshipping 
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him as their god. From their kow-towing midst, an angelically charming 
young alien beckoned to the transported prophet and, scattering rose petals 
before him, led him off to see the principal attractions of his newfound 
realm. Here Morescu saw swords being turned into ploughshares; there the 
lion laid down with the lamb; and everywhere the Paradisio-Del tans worked 
and played together in love and harmony for the common good. When the 
tour at last ended, Morescu turned to his beautiful guide and asked, "What 
do you people do around here for pepperoni pizza?" 

For months thereafter, the prophet strived to arrange a return trip through 
time, but finally gave up the project as futile. He has since turned his 
energies to the project of bringing the boons of civilization to this 
benighted race. Today, as the oldest man in the universe, he still rules over 
his planet, which he has renamed "The Big M's Sector III CondoWorld". 

Risinq on the site of the former mystic tribal worship grounds is Stevie 
Mondo's Sequin City Discotheque. Where once the Olive Grove of Peace 
offered shade and sanctuary to the weary traveler, now stands Bonanza 
Moretsky's Pepper Steak Palace. And he surveys his kingdom, the Great 
Morescu wipes a sentimental tear from his eye and realizes, at last he 
is home again. 




Corrections for the manual copy - 5/19/83 



One global problem: Will it be completely clear to people that this is the 

manual on how to play Planetfall? And if not, can anything be done about 




Page 1: "LIFE IN THE STELLAR PATROL" should be "TODAY'S STELLAR 

PATROL" 

Page 2: This one's not too important, but in order to be an exact copy of 

the real slogan, shouldn't it be "The Patrol Is Looking..." rather than "The 
Patrol's Looking..."? I'm not sure, but we should try to imitate it as closely 
as possible. 

Page 2 or 3: Somewhere around here I'd like to see a few paragraphs of ga- 

lactic history leading up to the time of Planetfall, to replace the Introduc- 
tion of my original manual. I've put some of the personal items about Galli- 
um into the diary, but obviously the galactic history doesn't belong there. It 
should go something like this: 

After the fall of the Second Galactic Union in 1716 GY, a 
ten-thousand-year dark age settled upon the galaxy. Interstellar 
travel was non-existent, and many star systems descended into 
states of near-barbarism, burning coal and fossil fuels for ener- 
gy, and growing food directly from exposed topsoil. 

Now, a Third Galactic Union is finally rising from the ashes of 
the previous one. The Third Union was formed by the Great 
Treaty of 11,203 GY between the empires of Tremain and Gal- 
lium, with Tremain being established as the capital of the 
Union. Ships of the Stellar Patrol explore the galaxy, searching 
for the human civilizations that are the remnants of the Second 

Union. 

Page 4: The first sentence on the page makes no sense — what does "it" 

refer to? How about "...you type your input in plain English." 

Speaking of "plain English". ..how about we change English to Galalinguan in 

all occurences, since that's what it's called in Planetfall, with a footnote or 
paranthetical note explaining to people in backwater areas that this means 
English. 

Page 5: Add after the first Alien Sentences paragraph: 

Note that PLANETFALL will not accept words typed in the 
corrupt or dialectical Galalinguan found on some distant plan- 
ets. You must use only standard Galalingua. For example, a 
Ramosian farmer playing PLANETFALL (an unlikely occurence) 
might type "Handen meef demmer ive-ree-keez", but the game 
would only understand "Give me the piano." 

Page 7: One "g" in "Rigellian". 

Page 11: A perfect Score is now 80 points, not 400. Also, can the impor- 
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tance of mapping be a little more emphasized? 

Page 14: Close paratheses at end of page. 

Page 15: Change "Second Collapse" to "Great Collapse". Also, this would be 

a nice place to stick in the 600-forms-in-triplicate reference, which I re- 
moved from the diary. 

Page 16: Add to AGAIN "This may be abbreviated to G." 

Page 18: Change last sentence in WAIT to "WAIT will usually cause 40 mil- 

lichrons to pass by, and may be abbreviated to T." 

Page 18 thru 9: The Command Summary is not more complete. It only in- 

cludes those commands mentioned in the Important Commands section. And 
speaking of the Comman Summary, I couldn't find it in the manual copy 
anywhere. 

Final addition: Some form of the "We're never satisfied" section of my ori- 

ginal manual must be included. I definitely want the address to include 
"Attn: Floyd." 



(Back cover) 



Be part of a legacy that lives on 



(Copy) 



Upon joining the Patrol, you may be amazed to learn the true vastness of 
our military might. But it came as no surprise to one man: S. Eric Mer- 
etzky (now known as Morescu, the Bearded Oracle of Yonkers), who wrote 
of the present-day galaxy with astounding precision nearly 100 centuries ago, 
in his visionary tale, PLANE I FALL. But that was only the beginning of his 
accomplishments, and today this poet-prophet is considered a role model for 
all good Stellar Patrolmen. 

Y ou have probably heard of artists who become absorbed in their work. This 

happened to Morescu in quite a literal sense. For as he wrought one day at 

his computer terminal, living the life of Riley and chanting the death scene 

from Carmen, and watching PLANETFALL's premonitory universe unfolding, 

he felt the prose plugging right into his brain. Before he could resist, his 

oody and soul flowed into the screen, and he vanished forever from the year 
1983 A.D. 

Morescu awoke to find himself in a veritable 114th Century Garden of Eden 
known as Paradisio-Delta. The natives, seeing this being materialize so mys- 
teriously in their midst, instantly began worshipping him as their god. From 
their kowtowing throngs, an angelically charming young alien beckoned to 
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the transported prophet and, scattering rose petals before him, led him off 

9 

to see the principal attractions of his newfound realm. Morescu saw swords 
being turned into plowshares, the lion lying down with the lamb, and Paradi- 
sio-Deltans working together in love and harmony for the common good. 

When the tour at last ended, Morescu turned to his beautiful guide and 
asked, "Where can I get a good pepperoni pizza?" 

For months thereafter, the prophet strived to arrange a return trip through 
time, but finally gave up. He has since turned his energies to bringing the 
boons of civilization to this benighted race. Today, as the oldest man in the 
universe, he stills rules over his planet, now renamed "The Big M's 
Super-Deluxe CondoWorld." Rising on the site of the former mystic tribal 
worship grounds is Stevie Mondo's Sequin City Discotheque. The idyllic Park 
of Eternal Rest is now lit by the neon signs of Morescu's Blue Jeans Boti- 
que. And where once the Olive Grove of Peace offered shade and sanctuary 
to the weary traveller, now stands Bonanza Meretzky's Pepper Steak Empori- 
um. As he survey's his kingdom, the Great Morescu wipes a sentimental tear 
from his eye and realizes that at last he is home again. 
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(Front cover) 



Boldly going where angels fear to tread. 




TODAY'S STELLAR PATROL 
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(Pages 2-3) 

The Patrol's looking for a few good organisms. 
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(Copy) 
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! 

When the Third Galactic Union was formed by the Great Treaty of 11,203 GY 
between the empires of Tremain and Gallium, an order went forth from the 
capital on Tremain that a great armada be formed. Thus was the Stellar 
Patrol born, and our mission ever since has been to explore the Galaxy, to 
seek out such remnants of human civilization as have managed to survive the 
Second Union's collapse and the Dark Age that followed — in short, to 
"Boldly Go Where Angels Fear to Tread." 



If you are the kind of organism who can stare 10,000 years of darkness 
straight in the eye without flinching ... if you can stand up to the 
horrors of star systems descended to near-barbarism, where interstellar 
travel is non-existent, where human beings actually burn fossil fuels for 
energy, and have even been known to grow food directly from exposed topsoil 
. . . then you may just have what it takes to be part of our proud 
tradition. 



r*\ 



But you've got to be tough. Disciplined. Blindly loyal. We need the kind 
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of soldier whose whole vocabulary consists of the word "Yessir" — and who's 

« 

proud of it. So if you're the type of organism we're looking for, here's a 
great place to start. 

(Subhead) 

* 

r 

Loading PLANETFALL 

t 

(Copy) 

To load PLANETFALL, follow the instructions on your Reference Card. (It's 

* 

included in the game package.) 

The copyright notice and the release number should appear, followed by a 
brief introductory passage. Next you'll see the description of the 
starting location of the game. Finally, the prompt (>) will appear. If 
you have finished reading the manual, you are now ready to play PLANETFALL. 

(Subhead) 

Talking to PLANETFALL 
(Copy) 

When you see the prompt (>), PLANETFALL is waiting for you to type in your 

* * • 

instructions. When you have finished doing so, press the RETURN key. 
PLANETFALL will respond, and the prompt will appear. 




Date; 5/2 7/83 
Number: 

„ INF3-203 

Page: 

4 
Rl 

When you play PLANETFALL, or any other game in INTERLOGIC Prose, you type 
your input in plain Galalinguan (still referred to as "English" in certain 
backwater areas of the Galaxy). You can pretend that all your sentences 
begin with "I want to . . . although you should not type those words 
explicitly. PLANETFALL will digest your request, and tell you whether what 
you want to do is possible in the current situation, and whether anything 
interesting happens as a result. 

All words are distinguished by their first six letters, and all subsequent 
letters are ignored. Therefore, FINGERnail and FINGERprint would look like 
the same word to PLANETFALL. 

Simple Sentences ((bold)). PLANETFALL understands many different 
types of sentences. Here are some examples, using objects or situations 
that don't actually occur in PLANETFALL: 

TAKE THE SPACESUIT. PUT ON THE SPACESUIT. TAKE THE BROKEN TELESCOPE. GO 
OUT. DROP THE FURRY ALIEN INTO THE BASKET. WEST. EXAMINE THE LARGE RED 
MACHINE. PUSH THE FLASHING BUTTON. SHOOT THE FLASHING BUTTON WITH THE RAY 
GUN. TAKE THE NINE-VOLT POWER CELL. TAKE ALL THE NINE-VOLT POWER CELLS. 
LOOK UNDER THE TIME MACHINE. READ THE TIME MACHINE INSTRUCTIONS. 

Complicated Sentences ((bold)). You must separate multiple objects 
of a verb by the word AND or by a comma. For example: 
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DROP THE SMALL METEOR AND THE BROKEN TELESCOPE. TAKE THE FIVE-VOLT POWER 

CELL, THE NINE-VOLT POWER CELL, AND THE FORTY-VOLT POWER CELL. PUT THE 

♦ 

HYDROGEN PELLET AND THE OXYGEN PELLET IN THE ION DRIVE INPUT HOPPER. THROW 
THE MONSTER AND THE ALIEN IN THE CAGE. 




You can include several sentences on ond input line if you separate them by 
the word THEN or by a period. No period is necessary at the end of the 
input line. For example, the following could all by typed on one input 

line: 

i 

TAKE THE RAY GUN. RECHARGE THE RAY GUN. NE. SHOOT THE LOCK WITH THE RAY 
GUN THEN OPEN THE DOOR. 

Alien sentences ((bold)). Completely mystifying sentences will cause 
PLANETFALL to complain in one way or another. (See the Appendix, page 7, 
for an explanation of these complaints.) After making the complaint, 
PLANETFALL will ignore the rest of the input line. Unusual events, such as 
being attacked, will also make PLANETFALL ignore the rest of the sentences 
you typed, since the event may have changed your situation dramatically. 

Note that PLANETFALL will not accept words typed in the corrupt or dialec- 
tical Galalinguan found on some distant planets. You must use only stan- 
dard Galalingua. For .example, a Ramosian farmer playing PLANETFALL (an 
unlikely occurence) might type "Handen meef demmer ive-ree-keez," but the 
game would only understand "Give me the piano." 
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How to Ask the Right Questions ((bold)). There are only two kinds of 
questions that PLANETFALL understands. The first is WHAT IS (something), 
and the other is WHERE IS (something). To wit: 

WHERE IS THE MALFUNCTIONING HOVERCRAFT? WHAT IS A GRUE? 

(For more on sentence construction, see "Sentence Syntax" in the Appendix, 
page 7.) 



Communicating with Humans and Other Strange Creatures ((bold)). In the 
course of playing PLANETFALL, you will meet humans and aliens. You can 
talk to these characters by typing the individual's name, followed by a 
comma, followed by whatever you want to say to him, her, or it, i.e.: 

DOCTOR, GIVE ME THE ARTIFICIAL LEG. ADMIRAL, FOLLOW ME. MIKE, KILL THE 
ALIEN. GURTHARK, OPEN THE CONTROL BOX THEN FIRE THE ROCKETS. 

What to Do When PLANETFALL Talks Back ((bold)). PLANETFALL tries to be 
clever about what you really mean when you don't give enough information. 
If you say that you want to do something, but you don't say what to do it 
with or to, PLANETFALL will sometimes decide that there was only one 

possible object you could have meant. For instance: 

\ * 

> UN LOCK THE DOOR 
(with the key) 

The door is now unlocked. 
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If your sentence is ambiguous, PLANETFALL will ask what you really meant. 



Most such questions can be answered briefly. For example: 



>TURN THE AIRLOCK CONTROL 

What do you want to turn the airlock control with? 

>THE CROWBAR 

■( 

The airlock door opens. 

>SH00T THE ALIEN WITH THE RAY GUN 

Which ray gun do you mean, the Arcturian ray gun or the Rigellian ray gun? 



>RIGELLIAN 

The rays bounce harmlessly off the alien's Rigel 1 ian-ray-gun-proof vest. 

PLANETFALL uses many more words than it will accept in your inputs. 
PLANETFALL has a vocabulary of hundreds of words, including nearly all the 
words that you are likely to use in playing the game (curses excepted). 
However, descriptions of rooms, objects, or events may use words that 

,/i 

? ■ 

PLANETFALL couldn't possibly digest. These words are used only to enhance 
your mental imagery, and are not necessary for you to use to complete the 



game. 
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RESTORE procedure. You can RESTORE any SAVEd snapshot of your position at 
any time during play. When the prompt (>) appears, just type RESTORE and 
follow the instructions on your Reference Card. You can then continue 

playing from your RESTOREd position. You can type LOOK to get a descrip- 

✓ 

tion of where you are. 



If you want to stop playing, and have no desire to save your position for 
future use, type QUIT. Once again, PLANETFALL will ask you if you really 
want to leave the game. Type Y for YES. 
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(Pages 4-5) 

Learn valuable skills and see the Galaxy. 

(Copy) ' 

Sure, you'll get a paycheck in the Patrol. But thirty-two credits, new 
underwear, and a pack of chewing gun every month isn't all you'll get out of 
it. You'll also be traveling to distant worlds you'd never imagined 
existed. Earning the respect of your friends and family. And acquiring 
outstanding technical training that can get you a good job in later life. 
Here are just a few of the valuable skills you can learn in the Patrol. 

How to Watch the Clock ((bold)). Ever since the Galaxy switched over to 
Metric Standard Time, the recognized basic unit of time has been the 
millichron. One thousand millichrons make up one chron, and the standard 

galactic day is divided into ten chrons, so mathematicians everywhere will 

/ 

rejoice to know that there are ten thousand millichrons in a day. (The 
standard galactic day, by the way, is equivalent to the time it takes for 
the planet Earth to make one rotation. Earth, a backwater world in the Sol 
System, is generally believed to be the birthplace of humanity.) 

Since time is usually kept in millichrons, early morning occurs around 1500 
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and late evening comes at 8500 or so. In some old-fashioned parts of the 
galaxy, 5000 is called "noon." And on the administrative moons of Tremain, 
most bureaucrats hold "2000 to 5500 jobs." 



In PLANETFALL, time will pass only in response to your input. Nothing hap- 
pens in the story while you are thinking and planning your next move, so 
you can proceed as slowly and carefully as you choose. Different actions 
will take different amounts of time to perform. For example, picking 
something up might take only seven millichrons, whereas walking down a long 
hall can take upwards of a hundred millichrons. 



Knowing the Score ((bold)). PLANETFALL keeps track of your score as a 
rough measure of your progress in the game. Until you can complete the 
game with a perfect score of 80 points, you may as well resign yourself to 
holding a bureaucratic 2000 to 5500 job on one of the administrative moons 

of Tremain. 

Which Way Is Up ((bold)). When you find yourself in an unknown area, you 
should explore and get to know your surroundings. Making a map is also 
extremely important, and even the wisest Stellar Patrol navigators dare not 
venture forth without their cartographic devices. 



The best way to move from place to place is to type the direction in which 
you want to move. You can use all eight compass directions, which can be 
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abbreviated to N, E, S, W, NE, SE, NW, and SW. UP and DOWN are also impor- 
tant, and can be abreviated to U and D. IN and OUT may also work in cer- 
tain places. On board a ship, FORE, AFT, PORT, and STARBOARD should be used 

Finding Out Where the Heck You Are ((bold)). PLANETFALL calls each par- 
ticular location a room. When you enter a room for the first time 
PLANETFALL displays the name of the room, a description of the room, and 
descriptions of any interesting objects in the room with which you might 
want to interact. When you return to a room, only the name of the room 
and names of the objects in it are displayed. 

The VERBOSE command tells PLANETFALL to print the full description of every 
room and every object each time you see them, not just the first time. The 
SUPERBRIEF command tells PLANETFALL to show only the name of the room, even 
the first time you enter the room, and not even to mention objects in the 
room. When you are in Superbrief mode, you can still get a description of 
the room and the objects present by typing LOOK or L. The BRIEF command 
tells PLANETFALL to return to the initial mode, in which you receive 
descriptions only on your first visit to a room. 

Miscellaneous Tactics for Winning and/or Getting Killed ((bold)). There 
are many possible routes to the successful completion of PLANETFALL. Some 
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problems that you encounter along the way have more than one solution; 
others may not need to be solved at all. 



Many objects in the game are important for solving problems. Examine or 
read every object that seems important. Don't be afraid to try anything; 
the worst that might happen is that you'd get "killed." You can always 
start over again, or SAVE your position first. (See "Restarting, Saving 
. . .," page 3.) Trying the bizarre can be fun and often will give you a 
clue. Here's a nonsense example: 

>G I VE THE CATERPILLAR TO THE CHRISTMAS TREE MONSTER 

The Christmas Tree Monster is revolted by the thought of adorning its 

branches with a caterpillar. 

You have just learned that there is probably something which would be a 
decoration pleasing to the monster and possibly a solution to a problem. 



The Importance of the Buddy System ((bold)). It is often helpful to play 
PLANETFALL with another person. Different people find different problems 
easy, and can often complement each other. As the dual-brained worm beasts 
of Nebulon are fond of saying, "Two heads are better than one." (The dual- 
brained worm beasts of Nebulon are a fascinating bunch, with a head on 



5/27/83 



Date: 

Number: INF3-203 

Page: 14 

Rl 

either end of their long worm-like bodies which can often grow to a length 
of fourteen kiloblops. One legend among spacefarers claims that two ends 
of the same worm beast once fell in love and got married. It wasn't until 
they got in a big fight and one head decided to go back home to mother that 
they realized what had happened.) 
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(Copy) 

You may start out at the bottom as an Ensign 7th, but you won't have to 
stay that way for long. Because there's plenty of opportunity for advance- 
ment in the Patrol for those who live up to our motto of "Boldly Going 
Where Angels Fear to Tread." 

As a proud member of the Stellar Patrol, you'll be helping to carry the 
Third Union's peaceful message of benevolent central bureaucratical ism to 
the thousands of worlds lost after the Great Collapse. It takes grit and 
courage as well as wisdom to be such a messenger. For while most civilized 
planets can be brought into the fold via a routine ambassadorial mission, 
certain worlds require further explanation of the importance of 600-page 
tax returns and forms to be filled out in triplicate. In such cases, it's 
the job of the Patrol to step in, firmly plant its heel, and take charge of 
the situation. If you have what it takes to lead a Patrol expedition, that 
heel could be you. Here's a sample of the kind of command decisions you 
may be making. 
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(Subhead) 

Important Commands 
(Copy) 




To simplify your adventuring, you may order PLANETFALL to give you infor- 
mation by typing specific commands. These commands can be used again and 
again as needed. Some will constitute a move, and time will elapse; others 
will not cause time within the game to elapse. Type these commands after 
the prompt (>) appears: 

AGAIN— PLANETFALL will usually respond as if you had repeated your previous 
sentence. This may be abbreviated to G. 

BRIEF— This commands PLANETFALL to describe fully only newly encountered 
rooms and objects. Rooms already visited and objects already seen will be 
described by displaying the room name and the object names only. This is 
the initial mode of the game. 

DIAGNOSE— PLANETFALL will give you a brief medical report about your con- 
dition. You will also find out if you are tired or hungry. 

INVENTORY— This will give a list of all the items that you are carrying or 
wearing. You may abbreviate INVENTORY by typing I. 
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LOOK— PLANETFALL will describe your surroundings in detail. You may abbre- 
viate LOOK to L. 



QUIT— This gives you the option to quit playing. If you want to SAVE your 
position first, read the instruction for doing so. QUIT may be shortened 
to Q. 

RESTART— This ends the game and starts it over from the beginning. 

RESTORE— Restores a game position made using the SAVE command. 

SAVE— Saves a game position onto your storage diskette. 

SCORE— PLANETFALL will tell you your current score, and a ranking which is 
based on that score. You will also be told the current standard galactic 
time, and how many standard galactic days have elapsed since your adventure 
began. 

SCRIPT— This command will tell your printer to start making a transcript of 
the game as you play. It is not available on every system. 

i 

SUPERBRIEF— This command tells PLANETFALL to show you only the name of the 
room you have entered, and no other information. 

TIME— This will give the current time within the game. It is useful for 
those versions which have no status line. 
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TYPE (something) — As you play PLANETFALL you may encounter keyboards for 
inputting data. To do so, just type TYPE, followed by the word or number 
that you want to input. For example TYPE YES or TYPE 100. 



UNSCRIPT— This command tells your printer to stop making a transcript. 



VERBOSE— This command tells PLANETFALL to show you a full description of 
the room and the objects in it whenever you enter a room. See BRIEF and 
SUPERBRIEF. 

VERSION— This will give you the Release number and the Serial number of 
your version of PLANETFALL. 

WAIT— This command causes time in the game to pass. Normally, between your 
moves, no time is passing as far as PLANETFALL is concerned. You could 
leave the computer, scrub a deck, travel to seven distant star systems, and 
return to the game to find that nothing has changed. WAIT is used to make 
time pass in the game without doing anything. It might be useful if you 
are waiting for a specific time, waiting for a character to arrive, waiting 
for an event to happen, etc. WAIT will usually cause 40 millichrons to pass 
by, and may be abbreviated to T. 



There are many other useful words and phrases, including: TAKE, DROP, EAT, 

DRINK, EXAMINE, TURN ON, TURN OFF, PUSH, PULL, ATTACK, SLEEP. For a more 
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complete (but by no means exhaustive) listing, please see the Command 
Summary on the back cover of this manual. 



(Subhead) 



Appendix 



(Copy) 

PLANETFALL's Responses ((bold)). PLANETFALL will sometimes talk back to 
you in order to tell you when it can't digest your input, or if it wants 
you to clarify your instruction. Some of the common PLANETFALL responses 

are: 



I DON'T KNOW THE WORD (your word). The word you typed is not in the game's 
vocabulary. Sometimes a synonym or rephrasing will help here. If. not, you 
can usually be sure that the word isn't important in your playing of the 
game. 

I CAN'T USE THE WORD (your word) HERE. PLANETFALL knows your word, but 

\ 

cannot understand it the way it appears in your input. It may be that 
PLANETFALL uses the word as a different part of speech. For example, you 
may be using LIGHT as a noun (as in "turn on the light"), but PLANETFALL 
knows LIGHT only as a verb (as in "light the lamp"). Or it is possible 
that your sentence made no sense at all: "Open the take," for example. 
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THERE IS A NOUN MISSING IN THAT SENTENCE. This usually indicates an 
imcomplete sentence, such as "Eat the red" or "Put the bomb in the," where 
PLANETFALL expected another noun but couldn‘t find one. 



TOO MANY NOUN CLAUSES. An example is: "Shoot the alien in the bed with 
the ray gun." A valid PLANETFALL sentence has, at most, one direct object 
and one indirect object. 

i 

BEG PARDON? You did not type anything after the prompt (>) and before you 
pressed the RETURN key on your keyboard. 

I CAN'T SEE ANY (object) HERE. The object you referred to was not 
accessible to you. 

MULTIPLE OBJECTS CANNOT BE USED WITH (your verb). It is legal for you to 
use multiple objects (that is, nouns or noun phrases separated by AND or a 
comma) only with certain verbs. Among the more useful of these verbs are 
TAKE, DROP, and PUT. 

I DON'T UNDERSTAND THAT SENTENCE. You typed a sentence that was gibberish, 
at least as far as PLANETFALL was concerned. You might try rephrasing the 



sentence. 
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Sentence Syntax ((bold)). Here are a few helpful tips on constructing sen- 
tences that PLANETFALL can understand. 

A PLANETFALL sentence must contain at least a verb or a command (e.g. 
INVENTORY). 

Multiple objects of the verb must be separated by the word AND or a comma. 

Several sentences typed on the same input line must be separated by a 
period or the word THEN. A period is not needed at the end of the line of 
input. 

Only two kinds of questions may be asked: WHAT and WHERE. 

For the shortest abbreviation of directions, use N (NORTH), S (SOUTH), E 
(EAST), W (WEST), NE (NORTHEAST), SE (SOUTHEAST), NW (NORTHWEST), SW 
(SOUTHWEST), U (UP), and D (DOWN). Aboard a ship, you may want to use F 
(FORE), AFT, P (PORT), AND SB (STARBOARD). IN and OUT may also be helpful. 
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(Back cover) 

(Head) 

Be part of a legacy that lives on 
(Copy) 

When you join the Patrol, you'll be following the tenets of age-old wis- 
dom. For our guiding light is none other than the 9000 year-old brain of 
S. Eric Meretzky (better known as Merescu, the Bearded Oracle of Yonkers),, 
who foretold the rise of the Third Union with such startling precision in 
his ancient visionary tale, PLANETFALL. 

The great man's genius became Stellar Patrol property under the oddest of 
circumstances. In 1982, Merescu donated his brain to Science. Science, in 
turn, donated it to the Good Will. From there, it slipped through the 
hands of a motley and unpercept ive collection of owners, suffering 
multiple concussions as a result. Ultimately, it was purchased by a 
Stellar Patrol commodore, who intended to use it as an ornamental rock in 
his fish tank. But when the brain was submerged in water, bubbles began 
rising to the surface; and as they burst, the commodore was flabbergasted 
to hear Merescu 's famous last words: "Pepperoni pizza to go, and heavy on 

the anchovies." 
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Today, what is left of Merescu resides in a vat of saline solution, beset 

t 

with retorts, alembics, and electrically-charged tubes. His unerring 
prophecies are the Patrol's secret weapon--and his reward is the knowledge 
that he's helped make the Galaxy a little more like Yonkers. 

(Subhead) 

Command Summary 

(Copy) 

The following commands can be entered when the prompt (>) has appeared on 
the screen. (For explanations of these commands, see IMPORTANT COMMANDS, 
Pages 6-7.) This list does not represent the entire vocabulary available 
to you, and makes no mention of the numerous command variations you can 
construct by using prepositions (e.g.: LOOK could also be LOOK UNDER, 

LOOK AT, LOOK INSIDE, LOOK ON, etc). 

AGAIN 

BRIEF 

DIAGNOSE 

INVENTORY or I 

LOOK or L 

QUIT or Q 

RESTART 

RESTORE 



— — 
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SAVE 

SCORE 

SCRIPT 

SUPERBRIEF 

TIME 

TYPE 

UNSCRIPT 

VERBOSE 

VERSION 

WAIT 

(Subhead) 

WRITE TODAY! 

(Copy) 

The scene: Infocom Game Development Offices. The time: Zero Hour. The 

writers of Infocom are once more on the final leg of the gauntlet. For 
days and nights on end, they have been honing and perfecting their latest 
game, and in the process enriching every known medical definition of 

t 

insomnia. Yet even while they add the last-minute touches, the grimmest 
of all reapers descends upon them. It is the Marketing Division . And as 
the disks are snatched from the nerveless fingers of the sleepless crew, a 
mournful cry goes up to those brave souls who play our games: 
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Help us to continue striving for perfection. The more we hear from 
you, the better our games become. So if you've found a bug, or 
noticed a little inconsistency in a description, or thought a problem 
was too hard or too easy, or even if you just have some interesting 
comments about the game, then write today to: 

Infocom, Inc. 

55 Wheeler Street 
Cambridge, MA 02138 
Attention: Floyd 



(Legal Copy) 

(Subhead) 

Limited Warranty 

(Copy) 

This software product and the attached instructional materials are sold 
"AS IS," without warranty as to their performance. The entire risk as to 
the quality and performance of the computer software program is assumed by 
the user. 

However, to the original purchaser only, Inforcom, Inc. warrants the 
medium on which the program is recorded to be free from defects in 
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materials and faulty workmanship under normal use and service for a period 
of ninety (90) days from the date of purchase. If during this period a 
defect on the medium should occur, the medium may be returned to Infocom, 
Inc. or to an authorized Infocom Inc. dealer, and Infocom, Inc. will 
replace the medium without charge to you. Your sole and exclusive remedy 
in the event of a defect is expressly limited to replacement of the medium 
as provided above. 



If the failure of the medium, in judgment of Infocom, Inc. resulted from 
accident, abuse, or misapplication of the medium, then Infocom, Inc. shall 
have no responsibility to replace the medium under the terms of this 
warranty. 



THE ABOVE WARRANTIES FOR GOODS ARE IN LIEU OF ALL WARRANTIES, EXPRESS, 
IMPLIED, OR STATUTORY, INCLUDING, BUT NOT LIMITED TO, ANY IMPLIED 
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE AND OF 
ANY OTHER WARRANTY OBLIGATION ON THE PART OF INFOCOM, INC. IN NO EVENT 
SHALL INFOCOM, INC. OR ANYONE ELSE WHO HAS BEEN INVOLVED IN THE CREATION 
AND PRODUCTION OF THIS COMPUTER SOFTWARE PROGRAM BE LIABLE FOR INDIRECT, 
SPECIAL, OR CONSEQUENTIAL DAMAGES, SUCH AS, BUT NOT LIMTIED TO, LOSS OF 
ANTICIPATED PROFITS OR BENEFITS RESULTING FROM THE USE OF THIS PROGRAM, OR 
ARISING OUT OF ANY BREACH OF THIS WARRANTY. SOME STATES DO NOT ALLOW THE 
EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES SO THE ABOVE 
LIMITATION MAY NOT APPLY TO YOU. 
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N.B. After the warranty period, a defective disk may be returned to 
Infocom, Inc. with a check or money order for $5.00 for replacement. 



(Subhead) 

Copyr ight 

(Copy) 

This software product is copyrighted and all rights reserved by Infocom, 
Inc. It is published exclusively by Infocom, Inc. The distribution and 
sale of this product are intended for the use of the original purchaser 
only and for use only on the computer system specified. Lawful users of 
this program are hereby licensed only to read the program from its medium 
into memory of a computer solely for the purpose of executing the program. 
Copying, duplicating, selling, or otherwise distributing this product is a 
violation of the law. 

This manual is copyrighted and all rights are reserved by Infocom, Inc. 

This document may not, in whole or part, be copied, photocopied, repro- 
duced, translated, or reduced to any electronic medium or machine readable 
form without prior consent, in writing, from Infocom, Inc. 

Willful violations of the Copyright Law of the United States can result in 
civil damages of up to $50,000 in addition to actual damages, plus criminal 
penalties of up to one year imprisonment and/or $10,000 fine. 
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PLANETFALL™ and INTERLOG IC rM are trademarks of Infocom, Inc. 
Infocom TH (logo) 

Infocom, Inc., 55 Wheeler Street, Cambridge, MA 02138 
°1983 Infocom, Inc. 

Printed in U.S.A. 






Corrections for manual copy — 5/31/83 






Page 2, paragraph 2, line 2 -- how about "visual receptor" instead of "eye"? 

Page 3, first line -- "soldier" isn't the right word. I think "sailor" or 
"spaceman" would be closer. 

Page 3, the "Loading Planetfall" paragraph -- change "reading the manual" 
to "reading this manual". 

Page 3, second-to-last line -- change "RETURN key" to "RETURN or ENTER 
key". 

Page 7 -- there are extra spaces between the lines in the Ray Gun example 

in the center of the page. The sapcing should be the same as the Airlock 
Control example above it. 

Page 7, last paragraph, line 2 -- change "has a vocabulary" to "recognizes a 
vocabulary". 

Page 7, last paragraph, line 3 -- delete "(curses excepted)". The program 
does understand curses, including TROT and KRIP. 

Page 8, near top -- change "will ask to make sure" to "will ask you to 
make sure". 

Page 10, line 2 -- typo: "gum", not "gun" 

• z' 

Page TO, first paragraph -- I think it would read better by combining the 

third, fourth and fifth sentences: "You'll aslo be travelling to distant worlds 

you'd never imagined existed, earning the respect of your friends and family, 
and acquiring outstanding technical training that can get you a good job in 
later life. Here are..." 

Page 15, first paragraph -- Same thing as previous comment. "...but you 

won't stay that way for long, because there's plenty of opportunity for ad- 
vancement in the Patrol for those who live up to our motto, BOLDLY 
GOING WHERE..." 

Page 17, line 4 — change "instruction" to "instructions" 

Page 17, last line — change to "...have no status line, and can be shortened 
to T." 

Page 18, third-to-last line -- change "T" to "Z". 

Page 18, last line (continuing onto page 19) -- This sentence is wrong. The 

Command Summary is just a listing of the commands in the Important 
Commands section, so it isn't any more complete a listing. 







Page 20, line 1 - change "THERE IS A NOUN 
TENCE." to "YOU MUST SUPPLY A NOUN!" 



MISSING IN THAT SEN- 



Page 2 



Page 20, line 4 — change "TOO MANY NOUN CLAUSES." to "I FOUND 
TOO MANY NOUNS IN THAT SENTENCE." 

Page 20, line 7 - change "BEG PARDON?" to "I BEG YOUR PARDON?" 

\ 

Page 20, line 11 — change "MULTIPLE OBJECTS CANNOT BE USED WITH 
(your verb)." to "I CANT USE MULTIPLE DIRECT (or INDIRECT) OBJECTS 
WITH (your verb)." 

Page 20, line 11 — change "It is legal for you to..." to "You can..." 

Page 22, paragraph 2, line 2 -- "1982" should be "1983" or even later. 

Page 23, last line before command list -- change "LOOK ON" to "LOOK 
THROUGH". 

Page 23, command list -- add "or G" after "AGAIN". 

Page 24, command list -- add "or T" after "TIME". 

Page 24, command list -- add "or Z" after "WAIT". 

% 

Page 27, paragraph 2, line 1 — change "This software product is copyright- 
ed..." to "The copyright for this software product is owned..." 

Page 27, paragraph 3, line 1 — change "This manual is copyrighted..." to 
"The copyright for this manual is owned..." 

Page 28, last line -- if this isn't necesary for legal reasons, how about 
"Printed on Earth, Sol System" instead? 
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Boldly going where angels fear to tread. 
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The Patrol's looking for a few good organisms. 

\ 

(Copy) 

When the Third Galactic Union was formed by the Great Treaty of 11,203 GY 
between the empires of Tremain and Gallium, an order went forth from the 
capital on Tremain that a great armada be formed. Thus was the Stellar 
Patrol born, and our mission ever since has been to explore the Galaxy, to 
seek out such remnants of human civilization as have managed to survive the 
Second Union's collapse and the Dark Age that followed— in short, to 
"Boldly Go Where Angels Fear to Tread." 

If you are the kind of organism who can stare 10,000 years of darkness 
straight in the visual receptor without flinching . . . if you can stand up 
to the horrors of star systems descended to near-barbarism, where 
interstellar travel is non-existent, where human beings actually burn 
fossil fuels for energy, and have even been known to grow food directly 
from exposed topsoil . . . then you may just have what it takes to be part 
of our proud tradition. 

But you've got to be tough. Disciplined. Blindly loyal. We need the kind 
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of sailor whose whole vocabulary consists of the word "Yessir" — and who's 
proud of it. So if you're the type of organism we're looking for, here's a 
great place to start. 

(Subhead) 



Loading PLANETFALL 
(Copy) 

To load PLANETFALL, follow the instructions on your Reference Card. (It's 
included in the game package.) 



The copyright notice and the release number should appear, followed by a 
brief introductory passage. Next you'll see the description of the 
starting location of the game. Finally, the prompt (>) will appear. If 
you have finished reading this manual, you are now ready to play PLANETFALL. 

(Subhead) 

« 

Talking to PLANETFALL 
(Copy) 

When you see the prompt (>), PLANETFALL is waiting for you to type in your 
instructions. When you have finished doing so, press the RETURN or ENTER 
key. PLANETFALL will respond, and the prompt will appear. 



G/R 

\ 

When you play PLANETFALL, or any other game in INTERLOGIC Prose, you type 
your input in plain Galalinguan (still referred to as "English" in certain 

t 

* 

backwater areas of the Galaxy). You can pretend that all your sentences 
begin with "I want to . . . ," although you should not type those words 
explicitly. PLANETFALL will digest your request, and tell you whether what 
you want to do is possible in the current situation, and whether anything 
interesting happens as a result. 

All words are distinguished by their first six letters, and all subsequent 
letters are ignored. Therefore, FINGERnail and FINGERprint would look like 
the same word to PLANETFALL. 

Simple Sentences ((bold)). PLANETFALL understands many different 
types of sentences. Here are some examples, using objects or situations 
that don't actually occur in PLANETFALL: 

TAKE THE SPACESUIT. PUT ON THE SPACESUIT. TAKE THE BROKEN TELESCOPE. GO 
OUT. DROP THE FURRY ALIEN INTO THE BASKET. WEST. EXAMINE THE LARGE RED 
MACHINE. PUSH THE FLASHING BUTTON. SHOOT THE FLASHING BUTTON WITH THE RAY 
GUN. TAKE THE NINE-VOLT POWER CELL. TAKE ALL THE NINE-VOLT POWER CELLS. 
LOOK UNDER THE TIME MACHINE. READ THE TIME MACHINE INSTRUCTIONS. 

Complicated Sentences ((bold)). You must separate multiple objects 
of a verb by the word AND or by a comma. For example: 
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DROP THE SMALL METEOR AND THE BROKEN TELESCOPE. TAKE THE FIVE-VOLT POWER 
CELL, THE NINE-VOLT POWER CELL, AND THE FORTY-VOLT POWER CELL. PUT THE 
HYDROGEN PELLET AND THE OXYGEN PELLET IN THE ION DRIVE INPUT HOPPER. THROW 
THE MONSTER AND THE ALIEN IN THE CAGE. 

You can include several sentences on one input line if you separate them by 
the word THEN or by a period. No period is necessary at the end of the 
input line. For example, the following could all by typed on one input 
line: 

» 

TAKE THE RAY GUN. RECHARGE THE RAY GUN. NE. SHOOT THE LOCK WITH THE RAY 
GUN THEN OPEN THE DOOR. 

Alien sentences ((bold)). Completely mystifying sentences will cause 
PLANETFALL to complain in one way or another. (See the Appendix, page 7, 
for an explanation of these complaints.) After making the complaint, 
PLANETFALL will ignore the rest of the input line. Unusual events, such as 
being attacked, will also make PLANETFALL ignore the rest of the sentences 
you typed, since the event may have changed your situation dramatically. 

Note that PLANETFALL will not accept words typed in the corrupt or dialec- 
tical Galalinguan found on some distant planets. You must use only stan- 
dard Galalingua. For example, a Ramos i an farmer playing PLANETFALL (an 
unlikely occurence) might type "Handen meef demmer ive-ree-keez," but the 

game would only understand "Give me the piano." 
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How to Ask the Right Questions ((bold)). There are only two kinds of 
questions that PLANETFALL understands. The first is WHAT IS (something), 
and the other is WHERE IS (something). To wit: 

WHERE IS THE MALFUNCTIONING HOVERCRAFT? WHAT IS A GRUE? 

« 

(For more on sentence construction, see “Sentence Syntax" in the Appendix, 
page 7.) 

Communicating with Humans and Other Strange Creatures ((bold)). In the 
course of playing PLANETFALL, you will meet humans and aliens. You can 
talk to these characters by typing the individual's name, followed by a 
comma, followed by whatever you want to say to him, her, or it, i.e.: 

DOCTOR, GIVE ME THE ARTIFICIAL LEG. ADMIRAL, FOLLOW ME. MIKE, KILL THE 
ALIEN. GURTHARK, OPEN THE CONTROL BOX THEN FIRE THE ROCKETS. 

What to Do When PLANETFALL Talks Back ((bold)). PLANETFALL tries to be 



clever about what you really mean when you don't give enough information. 
If you say that you want to do something, but you don't say what to do it 
with or to, PLANETFALL will sometimes decide that there was only one 
possible object you could have meant. For instance: 

> UN LOCK THE DOOR 
(with the key) 



The door is now unlocked. 
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If your sentence is ambiguous, PLANETFALL will ask what you really meant. 
Most such questions can be answered briefly. For example: 

>TURN THE AIRLOCK CONTROL 

What do you want to turn the airlock control with? 

>THE CROWBAR 

* 

The airlock door opens. 

>SH00T THE ALIEN WITH THE RAY GUN 

Which ray gun do you mean, the Arcturian ray gun or the Rigellian ray gun? 
>RIGELLIAN 

The rays bounce harmlessly off the alien's Rigellian-ray-gun-proof vest. 

PLANETFALL uses many more words than it will accept in your inputs. 
PLANETFALL recognizes a vocabulary of hundreds of words, including nearly 
all the words that you are likely to use in playing the game. However, 
descriptions of rooms, objects, or events may use words that PLANETFALL 
couldn't possibly digest. These words are used only to enhance your men- 
tal imagery, and are not necessary for you to use to complete the game. 





(Subhead) 

> 
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QUITTING WITH HONOR AND DIGNITY 
(Copy) 

If you want to stop playing, and have no desire to save your position for 
future use, type QUIT. Once again, PLANETFALL will ask you if you really 
want to leave the game. Type Y for YES. 
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(Pages 4-5) 

> 

. Learn valuable skills and see the Galaxy. 

(Copy) 

Sure, you'll get a paycheck in the Patrol. But thirty-two credits, new 

underwear, and a pack of chewing gum every month isn't all you'll get out of 

> 

it. You'll also be traveling to distant worlds you'd never imagined 
existed, earning the respect of your friends and family, and acquiring 
outstanding technical training that can get you a good job in later life. 
Here are just a few of the valuable skills you can learn in the Patrol. 

How to Watch the Clock ((bold)). Ever since the Galaxy switched over to 
Metric Standard Time, the recognized basic unit of time has been the 
millichron. One thousand millichrons make up one chron, and the standard 
galactic day is divided into ten chrons, so mathematicians everywhere will 
rejoice to know that there are ten thousand millichrons in a day. (The 
standard galactic day, by the way, is equivalent to the time it takes for 
the planet Earth to make one rotation. Earth, a backwater world in the Sol 
System, is generally believed to be the birthplace of humanity.) 



Since time is usually kept in millichrons, early morning occurs around 1500 
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and late evening comes at 8500 or so. In some old-fashioned parts of the 
galaxy* 5000 is called "noon. M And on the administrative moons of Tremain, 
most bureaucrats hold "2000 to 5500 jobs." 



In PLANETFALL, time will pass only in response to your input. Nothing hap- 
pens in the story while you are thinking and planning your next move, so 
you can proceed as slowly and carefully as you choose. Different actions 
will take different amounts of time to perform. For example, picking 
something up might take only seven millichrons, whereas walking down a long 
hall can take upwards of a hundred millichrons. 



Knowing the Score ((bold)). PLANETFALL keeps track of your score as a 
rough measure of your progress in the game. Until you can complete the 
game with a perfect score of 80 points, you may as well resign yourself to 
holding a bureaucratic 2000 to 5500 job on one of the administrative moons 
of Tremain. 

Which Way Is Up ((bold)). When you find yourself in an unknown area, you 
should explore and get to know your surroundings. Making a map is also 
extremely important, and even the wisest Stellar Patrol navigators dare not 
venture forth without their cartographic devices. 

The best way to move from place to place is to type the direction in which 
you want to move. You can use all eight compass directions, which can be 
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abbreviated to N, E, S, W, NE, SE, NW, and SW. UP and DOWN are also impor- 
tant, and can be abreviated to U and D. IN and OUT may also work in cer- 
tain places. On. board a ship, FORE, AFT, PORT, and STARBOARD should be used 

t 

* 

Finding Out Where the Heck You Are ((bold)). PLANETFALL calls each par- 

* « 

ticular location a room. When you enter a room for the first time 
PLANETFALL displays the name of the room, a description of the room, and 
descriptions of any interesting objects in the room with which you might 

t* 

want to interact. When you return to a room, only the name of the room 
and names of the objects in it are displayed. 

The VERBOSE command tells PLANETFALL to print the full description of every 
room and every object each time you see them, not just the first time. The 
SUPERBRIEF command tells PLANETFALL to show only the name of the room, even 
the first time you enter the room, and not even to mention objects in the 
room. When you are in Superbrief mode, you can still get a description of 
the room and the objects present by typing LOOK or L. The BRIEF command 
tells PLANETFALL to return to the initial mode, in which you receive 
descriptions only on your first visit to a room. 



Miscellaneous Tactics for Winning and/or Getting Killed ((bold)). There 
are many possible routes to the successful completion of PLANETFALL. Some 
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problems that you encounter along the way have more than one solution; 

others may not need to be solved at all. 

> 



Many objects in the game are important for solving problems. Examine or 
read every object that seems important. Don't be afraid to try anything; 
the worst that might happen is that you'd get "killed.'* You can always 
start over again, or SAVE your position first. (See "Restarting, Saving 

. . .," page 3.) Trying the bizarre can be fun and often will give you a 
clue. Here's a nonsense example: 



>GIVE THE CATERPILLAR TO THE CHRISTMAS TREE MONSTER 

The Christmas Tree Monster is revolted by the thought of adorning its 

branches with a caterpillar. 



You have just learned that there is probably something which would be a 
decoration pleasing to the monster and possibly a solution to a problem. 

The Importance of the Buddy System ((bold)). It is often helpful to play 
PLANETFALL with another person. Different people find different problems 
easy, and can often complement each other. As the dual-brained worm beasts 
of Nebulon are fond of saying, "Two heads are better than one." (The dual- 
brained worm beasts of Nebulon are a fascinating bunch, with a head on 
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either end of their long worm-like bodies which can often grow to a length 
of fourteen kiloblops. One legend among spacefarers claims that two ends 
vPf the same worm beast once fell in love and got married. It wasn't until 
they got in a big fight and one head decided to go back home to mother that 
they realized what had happened.) 



RESTARTING, SAVING, AND RESTORING 

v 

(Copy) 

If you want to start over from the beginning, type RESTART. PLANETFALL 
will ask you to make sure that this is really what you want to do. 

• * *** 

If you want to stop for now, but continue from your present position at a 
later point, you should use the SAVE command. Since it takes many hours to 
complete PLANETFALL, you will almost certainly not finish it in one sitting. 
By using the SAVE command, you can continue playing at a later time without 
having to start over from the beginning, just as you can place a bookmark 
in a book you are reading. SAVE makes a "snapshot" of your position in the 
game. If you are a cautious or prudent player, you may want to save your 
position before you try something dangerous or tricky. You can then return 
to the SAVEd point, even if you have gotten "killed" or lost since that 
point. To save a game position, just type SAVE at the game prompt (>) and 
then follow the instructions on your Reference Card. Remember that some 
systems require a blank disk for storage. 
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When you want to continue playing from where you made a SAVE, follow the 

? 

RESTORE procedure. You can RESTORE any SAVEd snapshot of your position at 
any time during play. When the prompt (>) appears, just type RESTORE and 
follow the instructions on your Reference Card. You can then continue 

playing from your RESTOREd position. You can type LOOK to get a descrip- 

# 

tion of where you are. 
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(Pages 6-7) 



Take command of your tomorrow today. 



(Copy) 



You may start out at the bottom as an Ensign 7th, but you won't have to 
stay that way for long, because there's plenty of opportunity for advance- 
ment in the Patrol for those who live up to our motto, "Boldly Going 
Where Angels Fear to Tread." 

As a proud member of the Stellar Patrol, you'll be helping to carry the 
Third Union's peaceful message of benevolent central bureaucraticalism to 
the thousands of worlds lost after the Great Collapse. It takes grit and 
courage as well as wisdom to be such a messenger. For while most civilized 
planets can be brought into the fold via a routine ambassadorial mission, 
certain worlds require further explanation of the importance of 600-page 
tax returns and forms to be filled out in triplicate. In such cases, it's 

the job of the Patrol to step in, firmly plant its heel, and take charge of 

/ 

the situation. If you have what it takes to lead a Patrol expedition, that 
heel could be you. Here's a sample of the kind of command decisions you 
may be making. 




(Subhead) 

s 

Important Commands 
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(Copy) 

To simplify your adventuring, you may order PLANETFALL to give you infor- 
mation by typing specific commands. These commands can be used again and 
again as needed. Some will constitute a move, and time will elapse; others 
will not cause time within the game to elapse. Type these commands after 
the prompt (>) appears: 

AGAIN — PLANETFALL will usually respond as if you had repeated your previous 
sentence. This may be abbreviated to G. 

4 * 

BRIEF — This commands PLANETFALL to describe fully only newly encountered 
rooms and objects. Rooms already visited and objects already seen will be 
described by displaying the room name and the object names only. This is 
the initial mode of the game. 

DIAGNOSE — PLANETFALL will give you a brief medical report about your con- 
dition. You will also find out if you are tired or hungry. 

INVENTORY — This will give a list of all the items that you are carrying or 
wearing. You may abbreviate INVENTORY by typing I. 
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LOOK— PLANETFALL will describe your surroundings in detail. You may abbre- 
viate LOOK to L. 

9 

QUIT — This gives you the option to quit playing. If you want to SAVE your 

position first, read the instructions for doing so. QUIT may be shortened 
to Q. 

RESTART — This ends the game and starts it over from the beginning. 

RESTORE — Restores a game position made using the SAVE command. 

* 

SAVE — Saves a game position onto your storage diskette. 

SCORE — PLANETFALL will tell you your current score, and a ranking which is 
based on that score. You will also be told the current standard galactic 
time, and how many standard galactic days have elapsed since your adventure 

i 

began . 

SCRIPT— This command will tell your printer to start making a transcript of 
the game as you play. It is not available on every system. 

SUPERBRIEF — This command tells PLANETFALL to show you only the name of the 
room you have entered, and no other information. 

TIME — This will give the current time within the game. It is useful for 
those versions which have no status line, and can be shortened to T. 
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TYPE (something)— As you play PLANETFALL you may encounter keyboards for 

} » 

inputting data. To do so, just type TYPE, followed by the word or number 

X 

that you want to input. For example TYPE YES or TYPE 100. 

UNSCRIPT— This command tells your printer to stop making a transcript. 

VERBOSE— This command tells PLANETFALL to show you a full description of 
the room and the objects in it whenever you enter a room. See BRIEF and 
SUPERBRIEF. 

VERSION— This will give you the Release number and the Serial number of 
your version of PLANETFALL. 

WAIT— This command causes time in the game to pass. Normally, between your 
moves, no time is passing as far as PLANETFALL is concerned. You could 
leave the computer, scrub a deck, travel to seven distant star systems, and 
return to the game to find that nothing has changed. WAIT is used to make 
time pass in the game without doing anything. It might be useful if you 
are waiting for a specific time, waiting for a character to arrive, waiting 
for an event to happen, etc. WAIT will usually cause 40 millichrons to pass 
by, and may be abbreviated to Z. 

There are many other useful words and phrases, including: TAKE, DROP, EAT, 

DRINK, EXAMINE, TURN ON, TURN OFF, PUSH, PULL, ATTACK, SLEEP. 






(Subhead) 
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Appendix 

(Copy) 

PLANETFALL's Responses ((bold)). PLANETFALL will sometimes talk back to 
you in order to tell you when it can't digest your input, or if it wants 
you to clarify your instruction. Some of the common PLANETFALL responses 

are: 



I DON'T KNOW THE WORD (your word). The word you typed is not in the game's 
vocabulary. Sometimes a synonym or rephrasing will help here. If not, you 
can usually be sure that the word isn't important in your playing of the 

game. 

I CAN'T USE THE WORD (your word) HERE. PLANETFALL knows your word, but 
cannot understand it the way it appears in your input. It may be that 
PLANETFALL uses the word as a different part of speech. For example, you 
may be using LIGHT as a noun (as in "turn on the light"), but PLANETFALL 
knows LIGHT only as a verb (as in "light the lamp"). Or it is possible 
that your sentence made no sense at all: "Open the take," for example. 
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YOU MUST SUPPLY A NOUN! This usually indicates an incomplete sentence, 
such as “Eat the red" or "Put the bomb in the," where PLANETFALL expected 
another noun but couldn't find one. 

I FOUND TOO MANY NOUNS IN THAT SENTENCE. An example is: "Shoot the alien 

in the bed with the ray gun." A valid PLANETFALL sentence has, at most, 

* ' ^ 

one direct object and one indirect object. 

I BEG YOUR PARDON? You did not type anything after the prompt (>) and 
before you pressed the RETURN key on your keyboard. 

I CAN'T SEE ANY (object) HERE. The object you referred to was not 
accessible to you. 

I CAN'T USE MULTIPLE DIRECT (or INDIRECT) OBJECTS WITH (your verb). You 
can use multiple objects (that is, nouns or noun phrases separated by AND 

i 

or a comma) only with certain verbs. Among the more useful of these verbs 
are TAKE, DROP, and PUT. 

I DON'T UNDERSTAND THAT SENTENCE. You typed a sentence that was gibberish 
at least as far as PLANETFALL was concerned. You might try rephrasing the 




sentence. 



GR 
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Sentence Syntax ((bold)). Here are a few helpful tips on constructing sen- 
tences that PLANETFALL can understand. 

A PLANETFALL sentence must contain at least a verb or a command (e.g. 
INVENTORY). 

Multiple objects of the verb must be separated by the word AND or a comma. 

Several sentences typed on the same input line must be separated by a 
period or the word THEN. A period is not needed at the end of the line of 

input. 

Only two kinds of questions may be asked: WHAT and WHERE. 

For the shortest abbreviation of directions, use N (NORTH), S (SOUTH), E 
(EAST), W (WEST), NE (NORTHEAST), SE (SOUTHEAST), NW (NORTHWEST), SW 
(SOUTHWEST), U (UP), and D (DOWN). Aboard a ship, you may want to use F 
(FORE), AFT, P (PORT), AND SB (STARBOARD). IN and OUT may also be helpful. 
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(Head) 

Be part of a legacy that lives on 
(Copy) 

When you join the Patrol, you'll be following the tenets of age-old wis- 
dom. For our guiding light is none other than the 9000 year-old brain of 
S. Eric Meretzky (better known as Merescu, the Bearded Oracle of Yonkers), 
who foretold the rise of the Third Union with such startling precision in 
his ancient visionary tale, PLANETFALL. 

0 

The great man's genius became Stellar Patrol property under the oddest of 
circumstances. In 1992, Merescu donated his brain to Science. Science, in 
turn, donated it to the Good Will. From there, it slipped through the 
hands of a motley and unpercept ive collection of owners, suffering 
multiple concussions as a result. Ultimately, it was purchased by a 
Stellar Patrol commodore, who intended to use it as an ornamental rock in 
his fish tank. But when the brain was submerged in water, bubbles began 
rising to the surface; and as they burst, the commodore was flabbergasted 
to hear Merescu 's famous last words: "Pepperoni pizza to go, and heavy on 




the anchovies." 
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Today, what is left of Merescu resides in a vat of saline solution, beset 
with retorts, alembics, and electrically-charged tubes. His unerring 
prophecies are the Patrol's secret weapon— and his reward is the knowledge 
that he's helped make the Galaxy a little more like Yonkers. 

(Subhead) 

Command Summary 

(Copy) 

The following commands can be entered when the prompt (>) has appeared on 
the screen. (For explanations of these commands, see IMPORTANT COMMANDS, 
Pages 6-7.) This list does not represent the entire vocabulary available 
to you, and makes no mention of the numerous command variations you can 
construct by using prepositions (e.g. : LOOK could also be LOOK UNDER, 

LOOK AT, LOOK INSIDE, LOOK THROUGH, etc). 

AGAIN or G 
BRIEF 
DIAGNOSE 
INVENTORY or I 
LOOK or L 
QUIT or Q 
RESTART 




RESTORE 



* 
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SAVE 



SCORE 



\ 



SCRIPT 

SUPERBRIEF 



TIME or T 



TYPE 



UNSCRIPT 

VERBOSE 



VERSION 



WAIT or Z 



(Subhead) 
WRITE TODAY! 






(Copy) 

The scene: Infocom Game Development Offices. The time: Zero Hour. The 

writers of Infocom are once more on the final leg of the gauntlet. For 
days and nights on end, they have been honing and perfecting their latest 
game, and in the process enriching every known medical definition of 
insomnia. Yet even while they add the last-minute touches, the grimmest 
of all reapers descends upon them. It is the Marketing Division. And as 
the disks are snatched from the nerveless fingers of the sleepless crew, a 
mournful cry goes up to those brave souls who play our games: 
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Help us to continue striving for perfection. The more we hear from 
you, the better our games become. So if you've found a bug, or 
noticed a little inconsistency in a description, or thought a problem 

4 

was too hard or too easy, or even if you just have some interesting 
comments about the game, then write today to: 

Infocom, Inc. 

55 Wheeler Street 
Cambridge, MA 02138 
Attention: Floyd 

(Legal Copy) 

(Subhead) 

Limited Warranty 

(Copy) 

This software product and the attached instructional materials are sold 
"AS IS," without warranty as to their performance. The entire risk as to 
the quality and performance of the computer software program is assumed by 
the user. 

However, to the original purchaser only, Infocom, Inc. warrants the 
medium on which the program is recorded to be free from defects in 
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materials and faulty workmanship under normal use and service for a period 
of ninety (90) days from the date of purchase. If during this period a 
defect on the medium should occur, the medium may be returned to Infocom, 
Inc. or to an authorized Infocom, Inc. dealer, and Infocom, Inc. will 
replace the medium without charge to you. Your sole and exclusive remedy 
in the event of a defect is expressly limited to replacement of the medium 
as provided above. 

If the failure of the medium, in judgment of Infocom, Inc. resulted from 
accident, abuse, or misapplication of the medium, then Infocom, Inc. shall 
have no responsibility to replace the medium under the terms of this 
warranty. 

THE ABOVE WARRANTIES FOR GOODS ARE IN LIEU OF ALL WARRANTIES, EXPRESS, 
IMPLIED OR STATUTORY, INCLUDING, BUT NOT LIMITED TO, ANY IMPLIED 
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE AND OF 
ANY OTHER WARRANTY OBLIGATION ON THE PART OF INFOCOM, INC. IN NO EVENT 
SHALL INFOCOM, INC. OR ANYONE ELSE WHO HAS BEEN INVOLVED IN THE CREATION 
AND PRODUCTION OF THIS COMPUTER SOFTWARE PROGRAM BE LIABLE FOR INDIRECT, 
SPECIAL, OR CONSEQUENTIAL DAMAGES, SUCH AS, BUT NOT LIMTIED TO, LOSS OF 
ANTICIPATED PROFITS OR BENEFITS RESULTING FROM THE USE OF THIS PROGRAM, OR 
ARISING OUT OF ANY BREACH OF THIS WARRANTY. SOME STATES DO NOT ALLOW THE 
EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES SO THE ABOVE 




LIMITATION MAY NOT APPLY TO YOU. 
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N.B. After the warranty period, a defective disk may be returned to 

i 

Infocom, Inc. with a check or money order for $5.00 for replacement. 



(Subhead) 

Copyright 



(Copy) 

This software product is copyrighted and all rights reserved by Infocom, 
Inc. It is published exclusively by Infocom, Inc. The distribution and 
sale of this product are intended for the use of the original purchaser 
only and for use only on the computer system specified. Lawful users of 
this program are hereby licensed only to read the program from its medium 
into memory of a computer solely for the purpose of executing the program. 
Copying, duplicating, selling, or otherwise distributing this product is a 
violation of the law. 



This manual is copyrighted and all rights are reserved by Infocom, Inc. 

This document may not, in whole or part, be copied, photocopied, repro- 
duced, translated or reduced to any electronic medium or machine readable 
form without prior consent, in writing, from Infocom, Inc. 

Willful violations of the Copyright Law of the United States can result in 
civil damages of up to $50,000 in addition to actual damages, plus criminal 
penalties of up to one year imprisonment and/or $10,000 fine. 
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PLANETFALL™ and INTERLOG IC™ are trademarks of Infocom, Inc. 
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Infoconf (logo) 

Infocom, Inc., 55 Wheeler Street, Cambridge, MA 02138 
°1983 Infocom, Inc. 

Printed in U.S.A. 
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S.P.S. FEINSTEIN 



(the remainder would be handwritten) 

11,344 July 22 - Transferred from S.P.S. Trilobyte to S.P.S. Feinstein for 
the third of my four tours of duty. This new ship seems pretty swell. I'm in 
a cabin with only five other Ensigns, and I've got one-and-a-half cubic me- 
ters of locker space! The only problem is our boss, Ensign Cadet First Class 
Blather. He seems like a real krip. (Excuse the language, diary). 

11,344 July 23 - One of my cabin mates, Gorund, organized an Ultimate 

Chess tournament among all the Ensigns Seventh Class. We were playing 
during the twenty minute recreation period after lunch, and Blather burst in 

and confiscated the sets and told us that playing war games was a violation 
of Patrol regulations. But Ensign Whirp, who's studying to be a Patrol 
lawyer, said he couldn't find anything about it in the regulations anywhere. 
Blather is really a total megakrip. 

11,344 July 28 - Tomorrow is the final exam in Union history. I've been 
cramming all evening. I hope I do gulpy. 

11,344 Bozbar 1 - The history final was a breeze! I start Astrophysics next 
week. 

11,344 Bozbar 8 - Trot! Blather is teaching the Astrophysics class. He says 

my background is deficient and I have to spend my afternoon rec period 
boning up on spatial geometry. Trot and double trot! 

11,344 Bozbar 26-1 haven't had time to write in this diary lately, because 
Blather's really been tightening the widgets with homework. Also, last week 
he found the diary during a surprise inspection, gave me two hundred demer- 
its, and told me that diaries were against regulations. But I'll be frobbed if 
I'm going to stop. I've started hiding the diary in the air duct and from now 
on I'll have to lock the cabin door when I'm writing. 

11,344 Bozbar 27 - We entered planetary orbit today, a non-human world. 
The planet is Accardi Three, although the natives call it something like 
Blow 'k-bibben-Gordo. They're not officially part of the Union. The rumors 
say that we're picking up a special ambassador to take back to Tremain for 
negotiations on joining the Union. Tomorrow we have to put on our dress 

uniforms for some special welcoming ceremony. 

11,344 August 2 - I caught a glimpse of the alien ambassador during the 
welcoming ceremonies yesterday. He looks like a cross between a tree trunk 
and a melting ice cream come. But anyway, the ceremony got us out of As- 
trophysics class. 

11,344 August 24 - TROT THAT TROTTING KRIP! Blather failed me in As- 
trophysics! He failed three-quarters of the class— anyone who got less than 
99.3% on the final! What a trotting krip! 

11,344 Septem 4 - We left hyperspace today at about 7600; weren't sche- 
duled to for about another two weeks. The grapevine says we have special 
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orders to investigate a planetary system here. Aparrently, some of the ar- 
chaelogists back on Varshon think it might have been part of the First 
Union. I can't imagine why anyone would settle out here in this remote 
corner of the galaxy. 

11,344 Septem 5 - That krip has done it again! I didn't finish two of the 
questions on today's Astro problem set, and Blather gave me a hundred dem- 
erits and assigned me two extra shifts of deck scrubbing. I'm considering 
asking for a transfer. 



/ 



G/R Copy 

Giardini/Russell Inc., 100 Galen Street, Watertown, MA 02172, 617-926-5030 
Client: ^FOCOM 

Title: PLANETFALL Packaging Copy 

DIARY COPY 
(Letterhead) 

11,344 July 22— Transferred from S.P.S. Trilobyte to S.P.S. 
Feinstein for the third of my four tours of duty. This ship 
seems pretty swell. I'm in a cabin with only five other Ensigns, 

and I've got one-and-a-half cubic meters of locker space! 

% * 

The only thing I'll really miss about the Trilobyte is Ensign 
Grotch. We had great conversations together. Of course, Grotch 
always did the heft of the talking, and one day when we were 
cleaning up around the Quarkian Physics Lab, he was jabbering 
away so absent-mindedly that he backed right into an experimental 
time warp. After that, he always talked backwards, and neither 
of us could ever tell whether he was coming or going. 
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I tried to say goodbye to him just before the pod came to take me 
over to the Feinstein. I caught up with him as he was headed 
towards the ship's bow, on his way to the stern. "Grotch," I 
said, taking his hand firmly to hold him in place, "I've got 
something to say to you, buddy." 

"Have a nice day," smiled Grotch, waving. 

"I just want you to know how much it's meant to me to serve 
alongside you." 

"Well, drive careful," Grotch observed. 

"You've been the best pal an ensign could have—" 

"Now what's this rumor I hear about you shoving off for a new 
ship?" 

"--and I'm really going to miss you, you old devil." 

"So tell me, what's new?" 

"Anyway, so long, Grotch." 

"Well look who's here! If you ain't a sight for sore eyes! Put 
her there Matey!" 




G/R 
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He was still saying hello long after I'd left for my new ship. 

It doesn't look like there are any Grotches on the Feinstein. 

There may be one ensign I'll be getting to know a little too well 
for my tastes, though--my boss, Ensign First Class Blather. He 
seems like a real krip. I suppose I'd better wait and see, 
though. 

11,344 Bozbar 26 — I haven't been able to make any entries lately, 
because Blather's really been tightening the widgets on all the 
Ensigns Seventh Class. Also, last week he found my diary during a 
surprise inspection, gave me two hundred demerits, and told me 
that diaries were against regulations. I'll be frobbed if I'm 
going to stop, though. I've started keeping the diary in my 
Official Documents File, and hiding it in the air duct. From now 
on. I'll have to sneak away somewhere when I want to write. That 
Blather is really a total megakrip! 
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11,344 Bozbar 27— Greetings from the supply closet of the S.P.S. 
Feinstein. We entered planetary orbit today around a non-human 
world called Accardi-3 (the natives, however, call it something 
like B low 'k-bibben -Gordo). This planet isn't officially part of 
the Union— yet. But that's only because the Union hasn't gotten 
around to it yet. According to the rumors I've been hearing, 
we're picking up a special ambassador to take back to Tremain for 
negotiations on joining the Union. Tomorrow we have to put on 
our dress uniforms for some special welcoming ceremony. 

These Third Union fellows are as rapacious as gammatron eels. 

They seem to think that ever since the Second Union fell in 1716 
GY, folks all over the galaxy have been just sitting around 
pining for a new Union to start up. Doing without interstellar 
travel and actually growing food right from the exposed topsoil 
is one thing that was barbaric enough, according to the Union— but 
what's real ly beyond them is how people ever got along without 
600-page income tax returns and forms to fill out in triplicate. 
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11,344 August 1— Went to the Mandatory Stellar Patrol 
Informational Circular triple feature last night. Saw "Treatment 
for Space Lice Infestation," "Shoreleave Shirley: How to Guard 

Against Contracting Alien Diseases," and "The Oxygen Tank: Your 

Galvanized Buddy in the Vacuum." Blather confined half the 
ensigns to quarters for hooting during the second feature. The 

half that wasn't punished had fallen asleep during the first 
feature. 

11,344 August 2—1 caught a glimpse of the alien ambassador 
during the welcoming ceremonies yesterday. He looks like a cross 
between a tree trunk and a melting ice cream cone. 

Of course, they had to have music to entertain this important 
passenger, and since the only crew member who knows how to play 
an instrument is Ensign 7th Li, he pulled the detail — and managed 
to get himself into a pretty tough scrape. 

Li is from one of those Quad 3 asteroid belts, but his ancestors 
were Hawoyan Earthlings way back when. Li wears great shirts, by 
the way, but they're not very practical out here when the tem- 
perature gets down around absolute zero. 
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Anyway, Li learned as a child to play what he calls donho music 
on the traditional ooklailai of his people. I've copied down the 
lyrics of the song he sang, mainly for posterity's sake, since 
they're sure to be suppressed by the Union when the case comes to 
trial. It went something like this: 

WIKI-WAKI ROYKA YHIK 

(First verse) 

Tonight in my native town of Royka Yhik, 

They're singing "Wiki -waki Wiki-waki Waki-wik!" 

0, how I yearn to join them in my home, sweet home, 

Way out yonder where the icebergs .roam-- 

(Chorus) 

Back home in I ceroid — 

What a nice 'roid! 

The Maui-lukka Land of the Free! 

Where even Alpha Centaurans 

Can get jobs as foremen 

In the skuk-processing factory! 
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(Final verse) 

Yes, I'm cornin' home, darling, 'cross the frozen waste, 

So quit your hanging out around the army base — 

And for the six months 'til Iceroid's day is done, 

We'll be honeymooning ‘neath the midnight sun! 

0, the Northern lights will gleam on us. 

While the frostbite is gangrening us! — 

We'll be lovers forever. 

Chew grok-blubber together. 

Even though it makes us sick, 

In wiki-waki Royka Yhik! 

No sooner was Li done than Blather. started hurling accusations at 
him. He claimed Li was sewing seeds of dissension amongst the 
troops, sabotaging morale with songs about homesickness, 
poisoning his fellow soldiers' minds against the Third Union and 
casting aspersions on the degree of liberty and equal opportunity 
we enjoy, and so forth and so on. Of course. Blather's superiors 
were intimidated into shuttling poor Li down to the stockade on 
Accardi-3, and that's probably the closest he'll ever get to his 
dear old Iceroid again. Fortunately, the ambassador didn't seem 
to notice. He was trying to stay out of a puddle on the floor. 
Actually, it looked like the puddle was coming out of him. I'll 
have to keep an eye on that emissary. 
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11,344 Septem 4--We left hyperspace today at about 7600; weren't 
scheduled to for about another two weeks. The grapevine has it 
we're on special orders to investigate a planetary system here. 
Apparently, some of the archaeologists back on Varshon think it 
might have been part of the First Union. I can't imagine why 
anyone would settle out here in this remote corner of the 
galaxy — it's bleaker than my hometown on Gallium. I feel the 
same way about this place as Leblingusoid Besnap must have when 
he wrote in his preface to Gallium on Twelve Credits a Day : "The 

fascinating truth is not how to travel about Gallium for only 
twelve credits, but why anyone would want to do so in the first 
place." 

Still, something interesting might happen. I keep getting this 
krippy feeling that the Fates are at work on this mission. I 
used to be as much a disbeliever in "destiny" and "Providence" as 
the next person, but not anymore. I'll never forget the time my 
mother warned my father not to tempt fate by walking across the 
astral plains after dark, when the computerized analysis showed a 
greater than 43% chance of resulting injury. My father, stubborn 
as always, just laughed at her and went right on taking his 
nightly strolls. The very next summer he went walking at night 



on the plains and fell in a crater and bruised his knee. 
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I only hope Fortune smiles more kindly on our journey. However, 
if anything unforeseen should befall any of us--if, heavens for- 
bid, dear old Blather contracts a case of terminal gastric 
prooges, for instance— at least I've learned to accept Fate. And 
if such a thing should happen, I know I'll be able to face it 
with equanimity— if not outright glee. 
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STELLAR PATROL OF THE THIRD GALACTIC UNION 

— S.P.S. FEINSTEIN — 



11,344 July 22 - Transferred from S.P.S. Trilobyte to S.P.S. Feinstein for 

the third of my four tours of duty. I'm truly going to miss my commander, 
Ensign First Class Lim. He was a friend in every respect -- someone you 
could always go to with a problem, someone I could really look up to. We 
would sometimes talk ong into the night. He would tell me about his home 
world of Ash-Down Five, and I would talk about growing up on Gallium. I'd 
get pretty homesick sometimes, even though gallium is not exactly one of 
the garden spots of the universe. I just hope my new commander is half as 
nice as Lim. 

This new ship seems pretty swell. I'm in a cabin with only five other En- 
signs, and I've got one-and-a-half cubic meters of locker space! 

11,344 July 23 - Met my new commander today — Ensign Cadet First Class 
Blather. He seems like a real krip. (Excuse the language, diary). But that 
might just be a bad first impression. 

11,344 July 25 - One of my cabin mates, Gorund, organized a Double Fan- 
ucci tournament among all the Ensigns Seventh Class. We were playing dur- 
ing the 20 minute rec period after lunch, and Blather burst in and confis- 
cated the sets and told us that playing war games was a violation of Patrol 
regulations. But Ensign Whirp, who's studying to be a Patrol lawyer, said she 

couldn't find anything about it in the regulations anywhere. Blather is really 
a total megakrip. 

11,344 July 28 - Tomorrow is the final exam in Union history. I've been 
cramming all evening. Wish me luck. 

11,344 Bozbar 1 - The history final was a breeze! I start Astrophysics next 
week. 

11,344 Bozbar 8 - Trot! Blather is teaching the Astrophysics class. He says 

my background is deficient and I have to spend my afternoon rec period 
boning up on spatial geometry. Trot and double trot! 

11,344 Bozbar 26-1 haven't had time to write in this diary lately, because 
Blather's really been tightening the widgets with homework. Also, last week 

he found the diary during a surprise inspection, gave me two hundred demer- 
its, and told me that diaries were against regulations. But I'll be frobbed if 
I'm going to stop. I've started hiding the diary inside my Official Documents 
File, and I keep that hidden in the air duct. From now on I'll have to sneak 
away somewhere when I'm writing. 

11,344 Bozbar 27 - Greetings from the Deck Four supply closet of the S.P.S. 
Feinstein. I hope I'm not tempting Fate, sneaking around with my diary this 
way. I used to be as much of a disbeliever in Destiny as the next guy, but 
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not anymore. Not since the time my Mom warned my Dad not to tempt 
F ate by walking across the Astral Plains after dark, when the computerized 
analysis showed a 43% chance of resulting injury. My Dad, stubborn as al- 
ways, just laughed at her and went right on taking his nightly strolls. THE 
VERY NEXT SUMMER HE WENT WALKING AT NIGHT' ON THE PLAINS 

AND STUMBLED OVER A CRATER AND BRUISED HIS KNEE! Gosh! 

11,344 Bozbar 28 - We entered planetary orbit today, a non-human world 

called Accardi Three (although the natives call it something like 
Blow 'k-bibben-Gordo). They're not officially part of the Union. The rumors 
say that we're picking up a special ambassador to take back to Tremain for 

negotiations on joining the Union. Tomorrow we have to put on our dress 

uniforms for some special welcoming ceremony. 

11,344 August 2 - I caught a glimpse of the alien ambassador during the 

welcoming ceremonies yesterday. He looks like a cross between a tree trunk 
and a melting ice cream come. But anyway, the ceremony got us out of As- 
trophysics class. 

11,344 August 7 - Went to the mandatory Patrol Informational Tri-Vision 
triple feature last night. We saw "Treatment for Space Lice Infestation," 
"Shoreleave Shirley: How to Guard Against Contracting Alien Diseases," and 

"The Oxygen Tank: Your Galvanized Buddy in the Vacuum." Blather confined 

half the Ensigns to guarters for hooting during the second feature. (The 
other half had fallen asleep during the first feature.) 

11,344 August 24 - TROT THAT TROTTING KRIP! Blather failed me in As- 
trophysics! He failed three-quarters of the class — anyone who got less than 
99.3% on the final! What a trotting krip! 

You know, for the first time I'm beginning to have doubts about whether I'm 
really cut out for the Patrol. When I was growing up on Gallium, it was al- 
ways taken for granted that I would join up when I came of age. My family 
has served in the Patrol for five generations. In fact, my 
great-great-grandfather was a High Admiral and one of the founding officers 
of the Patrol! But I seem to be permanently stuck at Ensign 7th, and Blath- 
er is making my life miserable... 

11,344 Septem 4 - We left hyperspace today at about 7600; weren't sche- 
duled to for about another two weeks. The grapevine says we have special 
orders to investigate a planetary system here. Aparrently, some of the ar- 
chaelogists back on Varshon think it might have been part of the First 
Union. I can't imagine why anyone would settle out here in this remote 
corner of the galaxy. 

11,344 Septem 5 - That krip has done it again! I didn't finish two of the 
questions on today's Astro problem set, and Blather gave me a hundred dem- 
erits and assigned me two extra shifts of deck scrubbing — including Deck 
Nine, the filthiest deck on the ship! I'm considering asking for a transfer! 
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11,344 July 22--Transferred from S.P.S. Trilobyte to S.P.S. Feinstein 
for the third of my four tours of duty. I'm truly going to miss my 
commander. Ensign First Class Lim. He was a friend in every respect--someone 
you could always go to with a problem, someone I could really look up to. 

We would sometimes talk long into the night. He would tell me about his 
home world on Ashdown-Five, and I would talk about growing up on Gallium. 

I'd get pretty homesick at times, even though Gallium is not exactly one 
of the garden spots of the universe. I just hope my new commander is half 
as nice as Lim. 

This new ship seems pretty swell. I'm in a cabin with only five other 
ensigns, and I've got one-and-a-half cubic meters of locker space! 

11,344 July 23— Met my new commander today— Ensign Cadet First Class Blather. 

■-V 

He seems like a real krip. (Excuse the language, diary.) But that might 
just be a bad first impression. 
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11,344 July 25--0ne of my cabin mates, Gorund, organized a Double Fanucci 
tournament among all the Ensigns Seventh Class. We were playing during 
the 20-minute rec period after lunch, and Blather burst in and confiscated 
the sets and told us that playing war games was a violation of Patrol 

regulations. But Ensign Whirp, who's studying to be a Patrol lawyer, said 

/ 

f 

■{ 

she couldn't find anything about it in the regulations anywhere. Blather 
is really a total megakripi 

11,344 July 28 — Went to see the personnel officer today about what my 

new duties will involve. Put in for grotch-feeding detail . (Grotches 

are fascinating creatures. The Feinstein picked some up for the ship's 

experimental zoology lab on its expedition to Crassus, I'm told. They 

have the head of a lion, the tail of a dragon, and the heart of an advertising 

executive. Grotches are generally found skulking in the dark corners of 

\ 

cocktail parties and mistresses' boudoirs, and feed almost entirely on 
over-inflated expense accounts.) The P.0, says a decision on my application 
should be reached within the next few days. Wish me luck. 

11,344 Bozbar l--Everyone from the P.0, to the ship's cook has approved 
my application — except Blather. And I don't think even he can think up a way 
to worm out of letting me have this assignment. 
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11,344 Bozbar 8--Trot! Blather rejected my application. He claims that 
because I'm from Gallium, and because Galliaks (as he calls us) are 
notorious spendthrifts in his book, I'd probably pauper the Feinstein 
by squandering credits on expense accounts for the grotches! (dust my 
luck--Blather happens to be/Tremain's foremost tightwad. They say he 
came aboard the Feinstein with a clean shirt and a 100-credit bill, and 
hasn't changed either one yet.) Here's the really malicious part, though-- 
Blather says that since I seem to love grotches so much, he's assigning 
me to cleaning out their cages. Gad! The indignity of it! 

11,344 Bozbar 26 — I haven't been able to write in this diary lately, because 
Blather's been watching us all like a teleran bird. Also, last week he 
found the diary during a surprise inspection, gave me 200 demerits, and 
told me that diaries were against regulations. But I'll be frobbed if I'm 
going to stop. I've started hiding the diary inside my Official Documents 
File, and I keep that hidden in the air duct. From now on I'll have to 
sneak away somewhere when I'm writing. 

11,344 Bozbar 27 — Greetings from the Deck Four supply closet of the S.P.S. 
Feinstein. I hope I'm not tempting Fate, sneaking around with my diary 
this way. I used to scoff at the idea of predetermination and Destiny 
and such as much as the next guy, but not anymore. Not since the time my 
Mom warned my Dad not to tempt Fate by walking across the Astral Plains 
after dark, when the computerized analysis showed a 43% chance of resulting 
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injury. My Dad, stubborn as always, just laughed at her and went right 

On taking his nightly strolls. The very next summer he went walking at 
night on the Plains and stumbled over a crater and bruised his knee. Gosh! 



11,344 Bozbar 28--We entered planetary orbit today, a non-human world 
called Accardi Three (although the natives call it something like Blow'k- 
bibben-Gordo) . They're not officially part of the Union. The rumors say 
that we're picking up a special ambassador to take back to Tremain for 
negotiations on joining the Union. Tomorrow we have to put on our 
dress uniforms for some special welcoming ceremony. 

11,344 August 2--I caught a glimpse of the alien ambassador during the 
welcoming ceremonies yesterday. He looks like a cross between a tree trunk 
and a melting ice cream cone. But anyway, the ceremony got me out of 
cleaning the grotch cages. It'll only be twice as bad tomorrow, though-- 
and one day's worth of the sleazy jokes and moldy cliches they constantly 
spew out is intolerable enough! 

11,344 August 7— Went to the mandatory Patrol Informational Tri-Vision 
triple feature last night. We saw "Treatment for Space Lice Infestation," 
"Shoreleave Shirley: How to Guard Against Contracting Alien Diseases and 
"The Oxygen Tank: Your Galvanized Buddy in the Vacuum." Blather confined 
half the ensigns to quarters for hooting during the second feature. (The 
other half , had fallen asleep during the. first feature.^ 
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11,344 August 24— TROT THAT TROTTING KRIPi I went to plead with Blather 
this morning to let me off grotch-cleaning duty, and the slimy trotter 
Dretended to relent, and promised to put me on more dignified duty. Well, my 

new orders just came through. Now I find out I'm commissioned as 
Attache to the Ambassador, and I'm responsible for cleaning up after 

i 

( 

him wherever he goes. Believe me, that alien makes the grotches seem 
positively dainty by comparison! Trot that Blather. 

11,344 Septem 4— We left hyperspace today at about 7600; weren't scheduled 

V? 

* 

to leave for about another two weeks. The grapevine says we have special 
orders to investigate a planetary system here. Apparently, some of the 
archaeologists back on Varshon think it might have been part of the First 
Union. I can't imagine why anyone would settle out here in this remote 
corner of the Galaxy. 

11,344 Septem 5— You know, for the first time I'm beginning to have doubts 
about whether I'm really cut out for the Patrol. When I was growing up 
on Gallium, it was always taken for granted that I would join up when I came 
of age. After all, my family has served in the Patrol for five generations. 

V 

In fact, my great-great-grandfather was a High Admiral and one of the 

\ 

founding officers of the Patrol! But I seem to be permanently stuck at 
Ensign 7th, and that trotting Blather is making my life miserable. ... I'm 
considering asking for a transfer--or if worse comes to worse, I may even 

abandon ship! 
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11,344 July 22 - Transferred from S.P.S. Trilobyte to S.P.S. Felnstein for 
the third of my four tours of duty. I'm truly going to miss my commander, 
Ensign First Class Lim. He was a friend in every respect -- someone you 
could always go to with a problem, someone I could really look up to. We 
would sometimes talk long into the night. He would tell me about his home 
world of Ash-Down Five, and I would talk about growing up on Gallium. I'd 
get pretty homesick sometimes, even though Gallium is not exactly one of 
the garden spots of the universe. I just hope my new commander. is half as 
nice as Lim. 

This new ship seems pretty swell. I'm in a cabin with only five other En- 
signs, and I've got one-and-a-half cubic meters of locker space! 

11,344 July 23 - Met my new commander today — Ensign Cadet First Class 
Blather. He seems like a real krip. (Excuse the language, diary). But that 
might just be a bad first impression. 

11.344 July 23 - One of my cabin mates, Gorund, organized a Double Fan- 
ucci tournament among all the Ensigns Seventh Class. We we re playing dur- 
ing the 20 minute rec period after lunch, and Blather burst in and confis- 
cated the sets and told us that playing war games was a violation of Patrol 
regulations. But Ensign Whirp, who's studying to be a Patrol lawyer, said she 
couldn't find anything about it in the regulations anywhere. Blather is really 
a total megakrip. 

1.1.344 July 28 - I went to see the personnel officer today to find out v/hat 
my new duties would involve. He showed me a list of all the open assign- 
ments, and I decided to put in for the grotch-feeding detail. We picked up a 
few grotches when we were on Crassus, and we're taking them to the zoolo- 
gy labs on Tremain so that maybe they can figure out how an animal can 
produce 47 times its weight in trot every day. 

11.344 Bozbar 7 - Everyone from the P.O. to the ship's cook has approved 

my application for the grotch-feeding detail -- except Blather. I have an 
appointment to see him tomorrow. Wish me luck. 

11,344 Bozbar 8 - Trot! Blather rejected my application! And to make it 
worse, he said that since I seem to love grotches so much, he's assigning me 
to cleaning out their cages. Trot and double trot! 

11,344 Bozbar 26 - I haven't had time to write in this diary lately, because 
Blather's been watching us all like a Teleran bird. Also, last week he found 
the diary during a surprise inspection, gave me two hundred demerits, and 
told me that diaries were against regulations. But I'll be frobbed if I'm 
going to stop. I've started hiding the diary inside my Official Documents 
File, and I keep that hidden in the air duct. From now on I'll have to sneak 
away somewhere when I'm writing. 
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11,344 Bozbar 27 - Greetings from the Deck Four supply closet of the S.P.5. 

Feinstein. I hope I'm not tempting Fate, sneaking around with my diary this 
way. I used to be as much of a disbeliever in Destiny as the next guy, but 
not anymore. Not since the time my Mom warned my Dad not to tempt 
Fate by walking across the Astral Plains after dark, when the computerized 
analysis showed a 43% chance of resulting injury. My Dad, stubborn as al- 
ways, just laughed at her and went right on taking his nightly strolls. THE 

VERY NEXT SUMMER HE WENT WALKING AT NIGHT ON THE PLAINS 
AND STUMBLED OVER A CRATER AND BRUISED HIS KNEE! Gosh! 

11,344 Bozbar 28 - We entered planetary orbit today, a non-human world 
called Accardi Three (although the natives call it something like 
Blow'k-bibben-Gordo). They're not officially part of the Union. The rumors 
say that we're picking up a special ambassador to take back to Tremain for 
negotiations on joining the Union. Tomorrow we have to put on our dress 
uniforms for some special welcoming ceremony. 

11,344 August 2 - I caught a glimpse of the alien ambassador during the 

welcoming ceremonies yesterday. He looks like a cross between a tree trunk 
and a melting ice cream come. But anyway, the ceremony got me out of 
cleaning the grotch cages today. 

11,344 August 7 - Went to the mandatory Patrol Informational Tri-Vision 

triple feature last night. We saw "Treatment for Space Lice Infestation," 
"Shoreleave Shirley: How to Guard Against Contracting Alien Diseases," and 

"The Oxygen Tank: Your Galvanized Buddy in the Vacuum." Blather confined 

half the Ensigns to quarters for hooting during the second feature. (The 

other half had fallen asleep during the, first feature.) 

11,344 August 24 - TROT THAT TROTTING KRIP! I applied for Astrophysics 
training for the next quarter, but Blather says my work for the Special As- 
signment Task Force hasn't been good enough, so not only did he reject my 
Astrophysics application, but he says I have to take Remedial Scrubbing next 
quarter. What a trotting krip! 

You know, for the first time I'm beginning to have doubts about whether I'm 
really cut out for the Patrol. When I was growing up on Gallium, it was al- 
ways taken for granted that I would join up when I came of age. My family 
has served in the Patrol for five generations. In fact, my 

great-great-grandfather was a High Admiral and one of the founding officers 
of the Patrol! But I seem to be permanently stuck at Ensign 7th, and Blath- 
er is making my life miserable... 

11,344 Septem 4 - We left hyperspace today at about 7600; weren't sche- 
duled to for about another two weeks. The grapevine says we have special 
orders to investigate a planetary system here. Apparently, some of the ar- 
chaelogists back on Varshon think it might have been part of the Second 

Union. I can't imagine why anyone would settle out here in this remote 

corner of the galaxy. 

11,344 Septem 3 - That krip has done it again! I missed two little pellets of 
trot when I was cleaning the grotch cages yesterday, and Blather gave me a 
hundred demerits and assigned me two extra shifts of deck scrubbing -- in- 
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eluding Deck Nine, the filthiest deck on the ship! I'm considering asking for 
a transfer -- or if things get worse, I might even abandon ship! 
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11,344 July 22--Transferred from S.P.S. Trilobyte to S.P.S. Feinstein 
for the third of my four tours of duty. I'm truly going to miss my 
commander, Ensign First Class Lim. He was a friend in every respect--someone 
you could always go to with a problem, someone I could really look up to. 

We would sometimes talk long into the night. He would tell me about his 
home world of Ash-Down Five, and I would talk about growing up on Gallium. 

I'd get pretty homesick sometimes, even though Gallium is not exactly one 
of the garden spots of the universe. I just hope my new commander is half 
as nice as Lim. 

This new ship seems pretty swell. I'm in a cabin with only five other 
ensigns, and I've got one-and-a-half cubic meters of locker space! 



11,344 July 23--Met my new commander today--Ensign Cadet First Class Blather. 
He seems like a real krip. (Excuse the language, diary.) But that might 
just be a bad first impression. 
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11,344 July 25 — One of my cabin mates, Gorund, organized a Double Fanucci 
tournament among all the Ensigns Seventh Class. We were playing during 
the 20-minute rec period after lunch, and Blather burst in and confiscated 
the sets and told us that playing war games was a violation of Patrol 
regulations. But Ensign Whirp, who's studying to be a Patrol lawyer, said 
she couldn't find anything about it in the regulations anywhere. Blather 
is really a total megakrip. 

11,344 July 28-- I went to see the personnel officer today to find out 
what my new duties would involve. He showed me a list of all the open 
assignments, and I decided to put in for the grotch-feeding detail. 

We picked up a few grotches when we were on Crassus, and we're taking 
them to the zoology labs on Tremain so that maybe they can figure out 
how an animal can produce 47 times its weight in trot every day. 

11,344 Bozbar 7--Everyone from the P.0, to the ship's cook has approved 
my application for the grotch-feeding detail — except Blather. I have 
an appointment to see him tomorrow. Wish me luck. 

11,344 Bozbar 8--Trot! Blather rejected my application! And to make 
it worse, he said that since I seem to love grotches so much, he's 
assigning me to cleaning out their cages. Trot and double trot! 
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11,344 Bozbar 28--We entered planetary orbit today, a non-human world 
called Accardi-3 (although the natives call it something like Blow'k- 
bibben-Gordo) . They're not officially part of the Union. The rumors say 
that we're picking up a special ambassador to take back to Tremain for 
negotiations on joining the Union. Tomorrow we have to put on our 
dress uniforms for some special welcoming ceremony. 

11,344 August 2 — I caught a glimpse of the alien ambassador during the 
welcoming ceremonies yesterday. He looks like a cross between a tree trunk 
and a melting ice cream cone. But anyway, the ceremony got me out of 
cleaning the grotch cages today. 

11,344 August 7 — Went to the mandatory Patrol Informational Tri -Vision 
triple feature last night. We saw "Treatment for Space Lice Infestation," 
"Shoreleave Shirley: How to Guard Against Contracting A1 ien Diseases and 
"The Oxygen Tank: Your Galvanized Buddy in the Vacuum." Blather confined 
half the ensigns to quarters for hooting during the second feature. (The 
other half had fallen asleep during the first feature.) 



% 
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11,344 August 24— TROT THAT TROTTING KRIP! I applied for Astrophysics 

> 

training for the next quarter, but Blather says my work for the Special 
Assignment Task Force hasn't been good enough, so not only did he reject 
my Astrophysics application, but he says I have to take Remedial 
Scrubbing next quarter. What a trotting krip! 

You know, for the first time I'm beginning to have doubts 

about whether I'm really cut out for the Patrol. When I was growing up 

on Gallium, it was always taken for granted that I would join up when I came 

t 

of age. . My family has served in the Patrol for five generations. 

In fact, my great-great-grandfather was a High Admiral and one of the 
founding officers of the Patrol! But I seem to be permanently stuck at 
Ensign 7th, and Blather is making my life miserable ... 

9 

— - V ' 

n 

11,344 Septem 4 — We left hyperspace today at about 7600; weren't scheduled 
to for about another two weeks. The grapevine says we have special 
orders to investigate a planetary system here. Apparently, some of the 
archaeologists back on Varshon think it might have been part of the Second 
Union. I can't imagine why anyone would settle out here in this remote 

t 

corner of the galaxy. 
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11,344 Septem 5— That krip has done it again! I missed two little 

pellets of trot when I was cleaning the grotch cages yesterday, and 

* 0 

Blather gave 100 demerits and assigned me two extra shifts of deck 
scrubbing— including Deck Nine, the filthiest deck on the ship! I'm 

considering asking for a transfer— or if things get worse, I might 
even abandon ship! 
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CHAPTER ONE: ABOARD THE FEINSTEIN 

How do I get past Blather? 

—There's no way to get beyond Deck Eight or the Reactor Lobby. 
—Really! There's no way! 

How can I get Blather to stop giving me demerits? 

—Scrub harder? 

—I wouldn't worry too much; demerits aren't that important. 

What do I do about Lieutenant Measle? 

—All he wants is some information for your records. 

--Ahem. Lieutenant Measle??? 

What should I do with the Ambassador? 

—Enjoy his company. He's just there to liven up the game opening. 

How can I get the translator from the Ambassador? 

—You can't. 

How can I get the celery from the Ambassador? 

—You can't. 

How can I get the map from the Ambassador? 

—The Ambassador doesn't have any map! 

What should I do in the Galley? 

—Try eating the stew. 

—Did you find the handbook for programming auto-pilots? 

—How did you get to a non-existent place? 
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How do I get out of the Brig? 

—The best way to get out is to never get thrown in. 

--If you don't upset Blather by leaving your post, you'll never get 
thrown in the Brig. 

—Once you're in the Brig, there's no way out. 

The Feinstein keeps blowing up! How can I prevent it? 

—It might be a malfunction in the Hyperspatial Jump 
Machinery Room. 

—Of course, since you can't enter that room, you'll never know. 
--There's no way to prevent it, and you won't find out until later 
what caused it. Best thing to do is try to survive the shipwreck. 

Is there any way to open the escape pod bulkhead? 

—It opens automatically during any emergency. 

—For example, when the Feinstein begins exploding. 
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CHAPTER TWO: THE POD TRIP 



How do I control the pod? 

—The controls are entirely automated. 

—Sit back and relax. Let the autopilot do the driving. 

I keep getting killed during the pod trip. Help! 

—Are you standing? 

—The adjective associated with the web is notable. 

--Get in the safety web and don’t stand until you've landed. 



Is there anyway to keep the pod from falling into the water? 



Should I take the emergency provisions that appear? 

—It's always a good idea in adventure games to take anything 
that you can carry. 

How do I leave the pod once it has landed? 

—Have you tried opening the door? 

—You can't reach the door while you're still in the web. 

--Once the door is open, either UP or OUT jlMMit work<f t 

—Needless to say, don't dally too long. 

I keep drowning underwater. How can I avoid this? 

—The water is a dangerous place to be. Leave it immediately. 
--There is light filtering down from above. 

-Say UP. 




-No 
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CHAPTER THREE: THE DORMITORY AREA 

What is the significance of the Balcony? 

—The plaque is the only thing of interest there. 

What is the significance of the ruined castle? 

—Not much. 

What is the significance of the Rec Area? 

—There are some interesting tapes and games there. 

—Have you noticed the locked door leading north? 

How do I get past the locked door with the dial? 

—It's a combination lock. 

—You could try setting it to every number from 1 to 1000. 

— The combination is located in the Lawanda complex. 

— It is in the pocket of the lab uniform. 

What is the significance of the four dorms? 

—They are all identical. 

--They make good places to sleep. 

What is the significance of the sanitary facilities? 

—You won't need to use them. The game isn't THAT realistic. 
--They are of no importance. 

% 

How do I open the padlock? 

—You'll need a key. 

—Have you seen, a "glint of light" anywhere while exploring? 

— It's in the crevice in Admin Corridor South. 

TA 1 * <k 



How do I open the tin can? i . 

|WW 4e iveief nMr 

—Don't gw mm i until you've found the can opener. 

--There is no can opener. You must be cheating. 

—There is no way to open the can. 

How do I open the door at the south end of the Mess Hail? 

--The slot next to the door is important. 

—You'll need the kitchen access card. 

—It's located beyond the rift. 

—It's in the desk in the Small Office. Slide it through the slot 

What is the ladder for? 

—It is needed to get past a major obstacle. 

—You've probably seen the obstacle. 

—The rift. 

How can I get food from the dispenser in the kitchen? 

—Have you tried pushing the button? 

—You'll need something to catch the liguid. 

—The octagonal shape of the niche is important. 

—Open the canteen and put it in the niche. 
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CHAPTER FOUR: THE ADMIN/MECH AREA. 

Is there any significance to the Physical Plant? 

—No. Every large complex of buildings needs one. 

Is there any significance to the crack in the corridor floor? 
—Yes. 



Is there any significance to the de-activated robot? 

—Yes, indeed! 

—Turn it on. 

How do I operate the reactor elevator? 

—The slot in the elevator is important. 

—You'll need the reactor elevator access pass. 

—Don't develop further until you've been on the helicopter trip. 
--Cheating again, eh? There's no way to operate that elevator. 

How do I fix the reactors? 

t 

—Have you opened the repair panel? 

—Some of the megafuses seem to be burned out. 

—Try replacing the megafuses with the good ones 
from the box in Storage East. 

—Oh, come now. You haven't been to the reactors, have you? 

How do I cross the rift? 

—Jumping is a bad idea. 

—You'll need an item which you may not have seen yet. 

—It's behind the padlocked door. 

—Extend the ladder and put it across the rift. 
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How can I see in the darkened area? 

--You'll need a light source. 

What is the chemical dispenser for? 

—Have you tried pushing any of the buttons on it? 

—The flask can be used to hold the chemical fluid. 

—The first seven buttons are obviously coolants and catalysts. 

--The two white buttons produce an acid and a base. 

—You'll need the coolants and catalysts for the Comm Room problem. 

What do I do with the acid and base? 

—Batteries are made out of acids and bases. 

—Have you run into any dangerous creatures? You might be able to 
use the acid or base as a weapon. 

—Actually, these two chemicals are totally useless. 

How do I re-assemble the dis-assembled robots? 

—A repair robot might be of help. 

—Don't go on until you've repaired Achilles. 

—There's no way to re-assemble those robots. 

What is the significance of the Plan Room and the Sytems Monitors? 

--There's nothing for you to do in these rooms, but you might pick 
up some useful information there. 

x>oo 

Is there anyway to take the hose? 



—What hose? 
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CHAPTER FIVE: THE ELEVATORS AND TOWER AREA 

How do I open the doors in the Elevator Lobby? 

—Try pushing the red and blue buttons. 

—Then wait a little while. 

How do I operate the upper and lower elevators? 

— The slot on the control panels is important. 

—You'll need to find the respective access passes. 

—When you find them, slide them through the slot, and then say 
PUSH UP BUTTON or PUSH DOWN BUTTON. 

—The upper elevator access card is located beyond the rift. 

— It's in the desk in the Small Office. 

—Floyd has the lower elevator access card. 

—He may give it to you when you use another access card in his 
presence. Alternately, you can turn him off and search him. 

What is the significance of the Helipad? 

—I suppose it is where helicopters would land and take off. 

How do I enter the Helicopter? 

-Try ENTER THE HELICOPTER. 

What is the significance of the Observation Deck? 

—Nice view of another complex of buildings on a nearby island. 

Should I do anything with the birds^ 

—Try feeding them. 

—Birds like insects. 



—What birds? What insects? 
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What is the significance of the communications receive console? 

--Try pressing the button on it. 

—Apparently, it received a transmission from the Feinstein just 
before the ship blew up. 

What is the significance of the communications send console? 

—Read the screen. The message is very interesting. 

—The message isn't being sent, however. 

—You can repair the communication system using the chemical 
dispenser in the Machine Shop. 

—The colored light on the enunciator panel refers to one of the 
colored buttons on the dispenser. 

—Keep pouring the proper chemical fluid into the hole on the console 
until it is fixed. It will take anywhere from three to five trips. 
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CHAPTER SIX: THE HELICOPTER TRIP 



Where do I find the helicopter? 

—You need to use the upper elevator to get to it. 



Where do I find the key to the helicopter control panel cover? 

--Try reading the green spool using the micro-film reader. 

—According to the spool, the key would be in Transportation Supply. 

Where do I find the helicopter access card? 

—Try reading the green spool using the micro-film reader. 

—According to the spool, the card would be in Transportation Supply. 

How do I use the helicopter? 

—Unless you have the helicopter control panel key and the helicopter 
access card, don't read any further. 

—Use the key to open the control panel cover. 

—Use the access card to activate the controls. 

—Just tell your intended destination to the voice-controlled 
autopilot, then sit back and enjoy the trip. 

—I wish I knew how you managed to get this far, considering the 
key and card don't exist. 

How can I sbrvive the hurnrcane? : VoWV c^skrvaV\o»'\ s(voo\ca 

—You can't avoid ix, since you have to fly over water. 

--Have you noticed the manual-overide controls? 

—Have you naltickd the stabilizer buttons? 

—Don't you/feel prefcty silly, considering there's no way to even 
get the helicopter off the ground? 
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CHAPTER SEVEN: THE SHUTTLE TRIP 

Where do I find the shuttle? 

—You need to use the lower elevator to get to it. 

How do I operate the shuttle? 

—You'll need the shuttle access card. By now you should know how 
to use these cards. 

—You can't operate the shuttle after 6000. 

—Hopefully, you can figure out that you want to be in the control 
cabin facing the set of tracks, not the one facing the blank wall. 

How do I use the shuttle controls? 

—First, activate the controls (see previous question). 

—Pushing the lever up into the "+" position causes the shuttle to 
accelerate. Pulling the lever down into the position causes 
the shuttle to decelerate. 

—When the lever is in the central position, the shuttle will continue 
to move at its current velocity. 

—The digital display tells the current velocity of the shuttle. 

I keep crashing when I arrive at the other station. 

--You're going too fast. Decelerate sooner. 

—If you're going faster than 20 when you get to the far station, 
you'll be killed. 

—If you're going between 5 and 20 you will survive, but the shuttle 
will be damaged. 



« 
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CHAPTER EIGHT: THE SYSTEMS AND LIBRARY AREA 

What is the medicine in the infirmary? 

—Read the label. 

How can I get through the small door in the Repair Room? 

--It's too small for you to get through. 

—It's "robot-sized". 

r 

—Ask Floyd to go through the doorway. 

How can I get the cabinets in the Repair Room open? 

—You'll have to repair Achilles first. 

How can I repair Achilles? ~ a | / i , I . # Aj 

--ujoJtio be a*/ kelp Unless yw're pky'nt Aupjdy 

—Try using the micro-film reader to read the brown spool. » » <# V ^ 

--The brown spool is in the Radiation Lab. 

—Unfortunately, there's no way to get the brown spool to the 
micro-film reader. 

—There is also no way to repair Achilles. 

Is there a good fromitz board anywhere? 

—Yes. 

—Have you been beyond the small door in the Repair Room? 

--You'll have to ask Floyd to get the good fromitz board. 

Is there a good bedistor anywhere? 

—Yes. 

—It's in Storage East, just off Mech Corridor North. You're not 
doing a very good job of exploring and mapping if you missed it. 



What is the significance of Planetary Defense? 
—The library might tell you something. 
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—Apparently, it is an automatic meteor defense. Perhaps this solar 
system has a high meteor density. 

—The system's discrimination circuit seems to have failed. 

--This is probably why the Feinstein was destroyed. You'd better 
repair it. 

—Open the access panel. 

% 

—Figure out which board is malfunctioning and remove it. 

—It’s the second board. Take it and put the good fromitz board 
in the resulting empty socket. 

What is the significance of Course Control? 

—The library might tell you something about it. 

—Apparently, the entire planet was moved into a more favorable but 

less stable orbit. This system ensures that the planet stays in the 
proper orbit. 

—The course control system seems to be malfunctioning. If the planet 
was approaching its sun, it would explain the melting ice caps and 
water level rise. 

—You'd better repair this system. 

— Try opening the cube and removing the fused bedistor. 

--You'll need a tool. 

— Use the pliers from the Tool Room to remove the fused bedistor. 
--Put the good bedistor into the cube. 

What is the significance of this second Physical Plant? 

—The most significant thing seems to be its size. It is larger than 
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its counterpart in the Kalamontee Complex, even though the Lawanda 
Complex is slightly smaller. 

—Perhaps there is a large section of the Lawanda Compex that you 
haven't seen yet... 

• ccyo - 

How do I use the computer terminal in the library? 

—Firstly, turn it on. 

—To select an item in the menu, use the TYPE command. For 
example, to select item 2, type TYPE 2. 

—Typing TYPE ^ returns you to the next highest menu level (except, 
of course, if you are at the Main Menu, which is the highest level). 

How do I use the micro-film reader? 

—It must be turned on. 

--The colored spools are spools of micro-film. 

—Put one in the opening in the reader. 

How do I summon the librarian? 

—You can't. 



•/fldfcry ova/. 



—Really! 
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CHAPTER NINE: THE PROJCON AND LAB AREA 



What is the signficance of SanFac F? 

—Haven’t you realized by now that these SanFacs are of no interest? 

What is the significance of the ProjCon Office? 

--The library might be of some help. 

—It was the main office for the Project. 

Is the logo important? 

—It also appears on the lab uniform. 

—It's yet another little hint about what's going on. 

Is the mural important? 

/ 

—Examination reveals that there might be an area behind it. 

--But don't worry about it now. 

—When the time comes, you'll know it. 

Who is Burstini Bonz? 

—Wasn't he t' ^ me famous 



for painting ntury? 

What is the laboratory area for? 

—The library might have some information on that. 

—It is the laboratory built to find a cure for the Disease. 

Is it safe to enter the Bio-Lab? 

—Try it. 

--Nope, I guess it wasn't. Hope you did a SAVE first. 




Is it safe to enter the Radiation-Lab? 
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—Try it. 

—Nope, I guess it wasn't. Hope you did a SAVE first. 

Where is the radiation suit? 

—It might be down near the Reactors. 

—Find a light source, then use the Reactor Access Stairs. 

--There's a lamp in the Radiation Lab. 

—Going in circles? There's no radiation suit anywhere. 

What is the card on the floor of the Bio-Lab? 

\ 

—Floyd will tell you when he sees it. 

—It's for the Miniaturization Booth. 

How can I get the card from the Bio-Lab? 

—You'll die trying. 

—Floyd's a robot. He might be tougher. 

—He'll volunteer to get the card if he has a good enough reason. 
--Do you know what the card is and what you would use it for? 
— The Miniaturization Booth is for repairing the Computer. 

--Show Floyd the computer print-out, or let him see the warning 
light in the Computer Room. 

—Then take him into Bio-Lock East and do what he says. 
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CHAPTER TEN: THE COMPUTER. ..AND BEYOND 

What does the computer do? 

—The library might have something on it. 

—It runs the automated Project... 

—...which is trying to find a cure for the Disease. 



What is the significance of the printout? 

—It appears that the Project was incredibly close to a 
successful conclusion. 

—Then the computer broke down. 

—If you've been in the Repair Room, you'll know that summoning 
the repair robot didn't help. 

—You'll have to fix the computer yourself. 

—Use the Miniaturization Booth. 



How does the Miniaturization Booth work? 



—You'll need the proper access card, of course 



—It's in the Bio-Lab. 



—Once you've .activated the booth, type the damaged sector number. 
--The damaged sector is 384. Type TYPE 384. 

—You will then be miniaturized and teleported into the damaged 
sector, where you can attempt to affect repairs. 



I've gotten to Station 384. What do I do now? 

—Explore around. 

—Have you seen and examined the relay? 

—You'll have to figure out a way to remove the speck. 



—The laser. 
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—You must destroy the speck without harming the relay. 

— The dial must be set to 1, so that the beam will pass harmlessly 
through the red translucent exterior of the relay. 

—You'll have to shoot the speck a number of times to destroy it. 

Is there anyway to communicate with the giant spider? 

—Yes. 

-Play STARCROSS. 

How do I get past the giant microbe? 

—Try shooting it with the laser. 

—That won't have any effect while the laser is set to 1, of course. 
— If you don't keep shooting the microbe, it will get close enough to 
eat you. 

—Repeated shootings of the microbe merely hold it at bay, and 

t 1 

sooner or later you're killed when sector 384 comes to life. 

— Has the microbe become interested in anything besides you? 

--The microbe is attracted to the warmth of the laser. 

--When the laser gets warm enough, throw it over the edge of the 
strip, into the void below. The microbe will leap after it. 

How do I get back from the Strip area? 

—Go to Station 384, 

How do I get out of the Lab Office? 

— Opening the door right off isn't a healthy idea. 

—There are some buttons on the wall... 

—To get a clue, search the desk. 

—Have you opened the desk? 
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—Put on the gas mask, then press the red button. 

—Then, move fast. You don't have a millichron to spare. 



—You can't kill them. 

—There's only one way to lose them. 

—You're very close to the end of the game. 

—Did you hear an announcement? 

—Remember the mural? 

—Go to the ProjCon Office. 

—Go south into the elevator and push the button. 



OmigodH! The mutants are loose and 
them? 




after me!!! How do I get rid of 

'ac. 
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CHAPTER ELEVEN: GENERAL QUESTIONS 

What do I do with my ID card? 

—It's useless. 

What happened to everything I was carrying when I fell asleep? 

--Do you normally go to sleep holding things? You dropped them 
while you were sleeping. Check the floor of the room where you 

slept. 

How do I read that crazy native language? 

—It’s actually a phonetic version of English. 

— ' "X" is used in place of "TH" and "C" is used in place of M CH". 
--Double vowels signify the long vowel sound, and single vowels 
indicate the short vowel sound. 

I keep starving to death. What can I eat? 

—Didn't you take the survival kit from the safety pod? 

--Of course, that doesn't last long. 

—There's a can of spam and eggs in Storage West. 

—Unfortunately, there's no way to open it. 

—You'll have to get into the Kitchen. 

—It's just south of the Mess Hall. 

Where can I sleep? 

—"Civilized people usually sleep in beds." 

—If you sleep elsewhere, you might be devoured (by grues?). 

--There are beds in the four dorms, and the Infirmary. 

—Of course, the bed in the Infirmary is a bad idea for other reasons. 
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Where can I find a light source? 

—Have you tried burning the towel? 

—Okay, that didn't work. There IS a lantern somewhere. 

—It’s in the Radiation Lab. 

—You can't enter the Radiation Lab and survive without 
a radiation suit. 

—There is no radiation suit. 

—There is no way to get a light source into the dark rooms. 

What is a grue? 

—Ask the game. 

How does the laser work? 

—You must be holding it to fire it. 

—It has six settings. Each setting produces a different colored beam. 
--The battery in it when you find it won't last very long. 

—You'll need a fresh battery. 

—Open the laser, remove the old battery, and put the new battery in. 

Where do I find a new laser battery? 

—Have you tried making one? 

—Some batteries are made by mixing acids and bases. 

--However, there's no way to make your own battery. There is 
a fresh battery lying around somewhere. 

—It's in Lab Storage. 

What are megafuses for? 

—They're electrical components. 

—They're usually used for repairing Reactor systems. 
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What are fromitz boards for? 

\ 

—They're electrical components. 

—They're usually used for repairing Planetary Defense systems. 

What are bedistors for? 

—They're electrical components. 

—They're usually used for repairing Course Control systems. 

I seem to be getting sicker and sicker. Why? What can I do? 

—You'll find out when you get to the Library. 

—You have contracted the Disease. It is fatal. 

—The medicine in the infirmary might help a bit. 

—But your only long-term hope is to help bring the Project to its 
ultimate goal. 

I finished the game with less than 80 points. What am I missing? 

--You didn't repair all the broken systems. 

—Consult the Systems Monitors. 

—You must repair the Communication System, the Planetary Defense 
System, and the Course Control System in order to get the 
optimum ending. 

Hew Cojr\ TC v- (o\fk 



HOW TO GET ALL 80 POINTS 



(use only as a last resort) 

3 points for entering the Escape Pod. 

3 points for entering the Crag. 

2 points for turning Floyd on for the first time. 

2 points for firing the laser for the first time. 

4 points for entering Storage West. 

4 points for entering Admin Corridor North. 

4 points for entering the Kitchen. 

4 points for entering the Tower Core. 

4 points for entering the Kalamontee Platform. 

4 points for entering the Lawanda Platform. 

1 point for taking the kitchen access card. 

1 point for taking the shuttle access card. 

1 point for taking the upper elevator access card. 

1 point for taking the lower elevator access card. 

1 point for taking the miniaturization access card. 

2 points for Floyd's death. 

6 points for fixing the communications system. 

6 points for fixing the planetary defense system. 

6 points for fixing the course control system. 

4 points for entering the Strip Near Station. 

4 points for entering the Auxiliary Booth. 

8 points for fixing the computer. 

3 points for entering the Cry o-E levator. 
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HAVE YOU TRIED...? 

(for your amusement when you’ve finished the game) 

-Reading the graffiti in the Brig? 

-Attacking, talking to, or throwing something at Blather? 

-Attacking or talking to the ambassador? 

-Touching, eating, smelling, or looking at the slime? 

-Scrubbing the slime? 

-Eating the celery? 

-Examing the games and tapes in the Rec Area? 

-Looking under the table in the Mess Hall? 

-Kicking, rubbing, or kissing Floyd? 

-Throwing acid at the mutants? 

-Reading your chronometer? 

-Taking off your chronometer or pouring acid on it? 

-Getting into bed in the Infirmary? 

-Scrubbing yourself? 

-Reading the towel? 

-Removing your uniform while Blather or Floyd were present? 

-Destroying the mural? 

-"Stealing" the lower elevator card from Floyd and then showing it to him? 



***** invisiClues (tm) for Planetfall (tm) ***** 
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CHAPTER ONE: ABOARD THE FEINSTEIN 

How do I get past Blather? 

—There's no way to get beyond Deck Eight or the Reactor Lobby. 
--Really! There's no way! 

How can I get Blather to stop giving me demerits? 

—Scrub harder? 

—I wouldn't worry too much; demerits aren't that important. 

What do I do about Lieutenant Measle? 

—All he wants is some information for your records. 

--Ahem. Lieutenant Measle??? 

What should I do with the Ambassador? 

—Enjoy his company. He's just there to liven up the game opening. 

How can I get the translator from the Ambassador? 

—You can't. 



How can I get the celery from the Ambassador? 

—You can't. 

How can I get the map from the Ambassador? 

—The Ambassador doesn't have any map! 

What should I do in the Galley? 

—Try eating the st ew. 

—Did you find the handbook for programming auto-pilots? 
--How did you get to a non-existent place? 
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How do I get out of the Brig? 

--The best way to get out is to never get thrown in. 

--If you don't upset Blather by leaving your post, you'll never get 
thrown in the Brig. 

--Once you're in the Brig, there's no way out. 

The Feinstein keeps blowing up! How can I prevent it? 

—It might be a malfunction in the Hyperspatial Jump 
Machinery Room. 

— Of course, since you can't enter that room, you'll never know. 

— There's no way to prevent it, and you won't find out until later 
what caused it. Best thing to do is try to survive the shipwreck. 

Is there any way to open the escape pod bulkhead? 

—It opens automatically during any emergency. 

—For example, when the Feinstein begins exploding. 






/ 
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CHAPTER TWO: THE POD TRIP 

How do I control the pod? 

—The controls are entirely automated. 

—Sit back and relax. Let the auto-pilot do the driving. 

I keep getting killed during the pod trip. Help! 

—Are you standing? 

—The adjective associated with the web is notable. 

—Get in the safety web and don't stand until you've landed. 

Is there any way to keep the pod from falling into the water? 

--No. 

Should I take the emergency provisions that appear? 

—It's always a good idea in adventure games to take anything 
that you can carry. 

How do I leave the pod once it has landed? 

—Have you tried opening the door? 

—You can't reach the door while you're still in the web. 

--Once the door is open, either UP or OUT works. 

--Needless to say, don't dally too long. 

I keep drowning underwater. How can I avoid this? 

—The water is a dangerous place to be. Leave it immediately. 
—There is light filtering down from above. 

-Say UP. 
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CHAPTER THREE: THE DORMITORY AREA 

# 

What is the significance of the Balcony? 

—The plaque is the only thing of interest there. 

What is the significance of the ruined castle? 

—Not much. 

What is the significance of the Rec Area? 

—There are some interesting tapes and games there. 

—Have you noticed the locked door leading north? 

How do I get past the locked door with the dial? 

—It's a combination lock. 

—You could try setting it to every number from 1 to 1000. 
--The combination can be found in the lab area. 

—It is in the pocket of the lab uniform. 

What is the significance of the four dorms? 

—They are all identical. 

—They make good places to sleep. 

What is the significance of the sanitary facilities? 

—You won't need to use them. The game isn't THAT realistic. 
--They are of no importance. 

How do I open the padlock? 

--You'll need a key. 

—Have you seen a "glint of light" anywhere while exploring? 
--It's in the crevice in Admin Corridor South. 
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—You can't reach it with your hands. You'll need something else. 
—The curved metal bar. 

—It's a magnet. Try holding it over the key. 

How do I open the tin can? 

—Don't develop the next hint until you've found the can opener. 
—There is no can opener. You must be cheating. 

--There is no way to open the can. 

How do I open the door at the south end of the Mess Hall? 

— The slot next to the door is important. 

—You'll need the kitchen access card. 

—It's located beyond the rift. 

—It's in the desk in the Small Office. Slide it through the slot. 

What is the ladder for? 

— It is needed to get past a major obstacle. 

—You've probably seen the obstacle. 

--The rift. 

How can I get food from the dispenser in the kitchen? 

—Have you tried pushing the button? 

—You'll need something to catch the liquid. 

—The octagonal shape of the niche is important. 

—Open the canteen and put it in the niche. 



\ 
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CHAPTER POUR: THE ADMIN/MECH AREA. 

Is there any significance to the Physical Plant? 

—No. Every large complex of buildings needs one. 

Is there any significance to the crack in the corridor floor? 

--Yes. 

Is there any significance to the de-activated robot? 

—Yes, indeed! 

--Turn it on. 

How do I operate the reactor elevator? 

—The slot in the elevator is important. 

—You'll need the reactor elevator access pass. 

—Don't develop further until you've been on the helicopter trip. 
--Cheating again, eh? There's no way to operate that elevator. 

How do I fix the reactors? 

— Have you opened the repair panel? 

—Some of the megafuses seem to be burned out. 

—Try replacing the megafuses with the good ones 
from the box in Storage East. 

—Oh, come now. You haven't been to the reactors, have you? 

How do I cross the rift? 

—Jumping is a bad idea. 

—You'll need an item which you may not have seen yet. 

--It's behind the padlocked door. 

—Extend the ladder and put it across the rift. 



i 
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How can I see in the darkened area? 

—You'll need a light source. 

What is the chemical dispenser for? 

—Have you tried pushing any of the buttons on it? 

— The flask can be used to hold the chemical fluid. 

— The first seven buttons are obviously coolants and catalysts. 

—The two white buttons produce an acid and a base. 

--You'll need the coolants and catalysts for the Comm Room problem. 

What do I do with the acid and base? 

— Batteries are made out of acids and bases. 

—Have you run into any dangerous creatures? You might be able to 
use the acid or base as a weapon. 

—Actually, these two chemicals are totally useless. 

How do I re-assemble the dis-assembled robots? 

—A repair robot might be of help. 

—Don't go on until you've repaired Achilles. 

—There's no way to re-assemble those robots. 

What is the significance of the Plan Room and the Sytems Monitors? 

— There's nothing for you to do in these rooms, but you might pick 
up some useful information there. 

Is there any way to take the hose? 



—What hose? 
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CHAPTER FIVE: THE ELEVATORS AND TOWER AREA 

How do I open the doors in the Elevator Lobby? 

—Try pushing the red and blue buttons. 

—Then wait a little while. 

How do I operate the upper and lower elevators? 

—The slot on the control panels is important. * 

—You'll need to find the respective access passes. 

—When you find them, slide them through the slot, and then say 

/ 

PUSH UP BUTTON or PUSH DOWN BUTTON. 

— The upper elevator access card is located beyond the rift. 

—It's in the desk in the Small Office. 

—Floyd has the lower elevator access card. 

—He may give it to you when you use another access card in his 
presence. Alternately, you can turn him off and search him. 

W hat is the significance of the Helipad? 

—I suppose it is where helicopters would land and take off. 

How do I enter the Helicopter? 

-Try ENTER THE HELICOPTER. 

What is the significance of the Observation Deck? 

—Nice view of another complex of buildings on a nearby island. 

Should I do anything with the birds? 

—Try feeding them. 

—Birds like insects. 



— What birds? What insects? 
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What is the significance of the communications receive console? 

--Try pressing the button on it. 

--Apparently, it received a transmission from the Feinstein just 
before the ship blew up. 

What is the significance of the communications send console? 

i 

--Read the screen. The message is very interesting. 

--The message isn't being sent, however. 

—You can repair the communication system using the chemical 
dispenser in the Machine Shop. 

—The colored light on the enunciator panel refers to one of the 
colored buttons on the dispenser. 

—Keep pouring the proper chemical fluid into the hole on the console 
until it is fixed. It will take anywhere from three to five trips. 
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CHAPTER SIX: THE HELICOPTER TRIP 

Where do I find the helicopter? 

—You need to use the upper elevator to get to it. 

Where do I find the key to the helicopter control panel cover? 

--Try reading the green spool using the micro-film reader. 

—According to the spool, the key would be in Transportation Supply. 

Where do I find the helicopter access card? 

—Try reading the green spool using the micro-film reader. 

--According to the spool, the card would be in Transportation Supply. 

How do I use the helicopter? 

—Unless you have the helicopter control panel key and the helicopter 
access card, don't read any further. 

—Use the key to open the control panel cover. 

—Use the access card to activate the controls. 

—Just tell your intended destination to the voice-controlled 
auto-pilot, then sit back and enjoy the trip. 

—I wish I knew how you managed to get this far, considering the 
key and card don't exist. 

What destination should I select? 

--Where would you expect to find people? 

—A large city, perhaps? 

—Try the capital city of Resida, Pilandoor. 

—Don't you feel pretty silly, considering there's no way to even 
get the helicopter off the ground? 
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CHAPTER SEVEN: THE SHUTTLE TRIP 

Where do I find the shuttle? 

—You need to use the lower elevator to get to it. 

How do I operate the shuttle? 

—You'll need the shuttle access card. By now you should know how 
to use these cards. 

—You can't operate the shuttle after 6000. 

—Hopefully, you can figure out that you want to be in the control 
cabin facing the set of tracks, not the one facing the blank wall. 

How do I use the shuttle controls? 

—First, activate the controls (see previous question). 

—Pushing the lever up into the "+" position causes the shuttle to 
accelerate. Pulling the lever down into the position causes 
the shuttle to decelerate. 

/ 

—When the lever is in the central position, the shuttle will continue 
to move at its current velocity. 

—The digital display tells the current velocity of the shuttle. 

I keep crashing when I arrive at the other station. 

—You're going too fast. Decelerate sooner. 

—If you're going faster than 20 when you get to the far station, 
you'll be killed. 

—If you're going between 5 and 20 you will survive, but the shuttle 
will be damaged. 
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CHAPTER EIGHT: THE SYSTEMS AND LIBRARY AREA 

What is the medicine in the Infirmary? 

—Read the label. 

How can I get through the small door in the Repair Room? 

—It's too small for you to get through. 

—It's "robot-sized". 

—Ask Floyd to go through the doorway. 

How can I get the cabinets in the Repair Room open? 

—You'll have to repair Achilles first. 

How can I repair Achilles? 

—Waldo v/on't be of any help (unless you're playiig SUSPENDED). 
--Try using the micro-film reader to read the brown spool. 

—The brown spool is in the Radiation Lab. 

—Unfortunately, there's no way to get the brown spool to the 
micro-film reader. 

—There is also no way to repair Achilles. 

Is there a good fromitz board anywhere? 

—Yes. 

—Have you been beyond the small door in the Repair Room? 
--You'll have to ask Floyd to get the good fromitz board. 

Is there a good bedistor anywhere? 

—Yes. 

—It's in Storage East, just off Mech Corridor North. You're not 
doing a very good job of exploring and mapping if you missed it. 



What is the significance of Planetary Defense? 
—The library might tell you something. 
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—Apparently, it is an automatic meteor defense. Perhaps this solar 
system has a high meteor density. 

—The system's discrimination circuit seems to have failed. 

—This is probably why the Feinstein was destroyed. You'd better 
repair it. 

— Open the access panel. 

--Figure out which board is malfunctioning and remove it. 

— It's the second board. Take it and put the good fromitz board 
in the resulting empty socket. 

What is the significance of Course Control? 

—The library might tell you something about it. 

—Apparently, the entire planet was moved into a more favorable but 
less. stable orbit. This system ensures that the planet stays in the 
proper orbit. 

—The course control system seems to be malfunctioning. If the planet 
was approaching its sun, it would explain the melting ice caps and 
water level rise. 

—You'd better repair this system. 

—Try opening the cube and removing the fused bedistor. 

--You'll need a tool. 

— Use the pliers from the Tool Room to remove the fused bedistor. 
--Put the good bedistor into the cube. 

What is the significance of this second Physical Plant? 

—The most significant thing seems to be its size. It is larger than 
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its counterpart in the Kalamontee Complex, even though the Lawanda 
Complex is slightly smaller. 

—Perhaps there is a large section of the Lawanda Compex that you 
haven't seen yet... 

—...such as the cryo-chambers, buried deep underground. 

How do I use the computer terminal in the library? 

—Firstly, turn it on. 

--To select an item in the menu, use the TYPE command. For 
example, to select item 2, type TYPE 2. 

—Typing TYPE 0 returns you to the next highest menu level (except, 
of course, if you are at the Main Menu, which is the highest level). 

How do I use the micro-film reader? 

—It must be turned on. 

—The colored spools are spools of micro-film. 

—Put one in the opening in the reader. 

How do I summon the librarian? 

—You can't. 



—Really! 
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CHAPTER NINE: THE PROJCON AND LAB AREA 

What is the signficance of SanFac F? 

—Haven't you realized by now that these SanFacs are of no interest? 

t 

What is the significance of the ProjCon Office? 

—The library might be of some help. 

—It was the main office for the Project. 

Is the logo important? 

—It also appears on the lab uniform. 

—It's yet another little hint about what's going on. 

Is the mural important? 

—Examination reveals that there might be an area behind it. 

--But don't worry about it now. 

—When the time comes, you'll know it. 

Who is Burstini Bonz? 

—Wasn't he the great Respectivist artist who became famous 
for painting awesomely phenomenal murals during the 89th century? 

What is the laboratory area for? 

—The library might have some information on that. 

—It is the laboratory built to find a cure for the Disease. 

Is it safe to enter the Bio-Lab? 

—Try it. 

—Nope, I guess it wasn't. Hope you did a SAVE first. 

Is it safe to enter the Radiation-Lab? 
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—Try it. 

—Nope, I guess it wasn't. Hope you did a SAVE first. 

Where is the radiation suit? 

—It might be down near the Reactors. 

—Find a light source, then use the Reactor Access Stairs. 
--There's a lamp in the Radiation Lab. 

—Going in circles? There's no radiation suit anywhere. 

What is the card on the floor of the Bio-Lab? 

—Floyd will tell you when he sees it. 

—It's for the Miniaturization Booth. 

How can I get the card from the Bio-Lab? 

—You'll die trying. 

—Floyd's a robot. He might be tougher. 

—He'll volunteer to get the card if he has a good enough reason. 
--Do you know what the card is and what you would use it for? 
--The Miniaturization Booth is for repairing the Computer. 

—Show Floyd the computer print-out, or let him see the warning 
light in the Computer Room. 

—Then take him into Bio-Lock East and do what he says. 
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CHAPTER TEN: THE COMPUTER. ..AND BEYOND 

What does the computer do? 

—The library might have something on it. 

—It runs the automated Project... 

--...which is trying to find a cure for the Disease. 

What is the significance of the printout? 

—It appears that the Project was incredibly close to a 
successful conclusion. 

—Then the computer broke down. 

—If you've been in the Repair Room, you'll know that summoning 
the repair robot didn't help. 

—You'll have to fix the computer yourself. 

—Use the Miniaturization Booth. 

How does the Miniaturization Booth work? 

—You'll need the proper access card, of course. 

—It's in the Bio-Lab. 

—Once you've activated the booth, type the damaged sector number. 
—Have you read the print-out? 

—The damaged sector is 384. Type TYPE 384. 

—You will then be miniaturized and teleported into the damaged 
sector, where you can attempt to effect repairs. 

I've gotten to Station 384. What do I do now? 

—Explore around. 

—Have you seen and examined the relay? 

—You'll have to figure out a way to remove the speck. 



Page 19 



—The laser. 

—You must destroy the speck without harming the relay. 

— The dial must be set to 1, so that the beam will pass harmlessly 
through the red translucent exterior of the relay. 

—You'll have to shoot the speck a number of times to destroy it. 

Is there anyway to communicate with the giant spider? 

--Yes. 

-Play STARCROS5. 

How do I get past the giant microbe? 

—Try shooting it with the laser. 

—That won't have any effect while the laser is set to 1, of course. 
--If you don't keep shooting the microbe, it will get close enough to 
eat you. 

—Repeated shootings of the microbe merely hold it at bay, and 
sooner or later you're killed when sector 384 comes to life. 

--Has the microbe become interested in anything besides you? 

--The microbe is attracted to the warmth of the laser. 

--When the laser gets warm enough, throw it over the edge of the 
strip, into the void below. The microbe will leap after it. 

How do I get back from the Strip area? 

—Go to Station 384. 

! 

How do I get out of the Lab Office? 

—Opening the door right off isn't a healthy idea. 

—There are some buttons on the wall... 

—To get a clue, search the desk. 
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—Have you opened the desk? 

—Put on the gas mask, then press the red button. 

—Then, move fast. You don't have a millichron to spare. 

O'- % 

Gmigod!!! The mutants are loose and they're after me!!! How do I get rid of 
them? 

—You can't kill them. 

—There's only one way to lose them. 

—You're very close to the end of the game. 

—Did you hear an announcement? 

—Remember the mural? 

—Go to the ProjCon Office. 

—Go south into the elevator and push the button. 



Page 21 



CHAPTER ELEVEN: GENERAL QUESTIONS 

What do I do with my ID card? 

—It's useless. - 

What happened to everything I was carrying when I fell asleep? 

—Do you normally go to sleep holding things? You dropped them 
while you were sleeping. Check the floor of the room where you 
slept. 

How do I read that crazy native language? 

—It's actually a phonetic version of English. 

—"X" is used in place of "TH" and "C" is used in place of "CH". 
--Double vowels signify the long vowel sound, and single vowels 
indicate the short vowel sound. 

I keep starving to death. What can I eat? 

—Didn't you take the survival kit from the safety pod? 

— Of course, that doesn't last long. 

—There's a can of spam and eggs in Storage West. 

—Unfortunately, there's no way to open it. 

—You'll have to get into the Kitchen. 

--It's just south of the Mess Hall. 

Where can I sleep? 

—"Civilized people usually sleep in beds." 

—If you sleep elsewhere, you might be devoured (by grues?). 

— There are beds in the four dorms, and the Infirmary. 

--Of course, the bed in the Infirmary is a bad idea for other reasons. 
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Where can I find a light source? 

—Have you tried burning the towel? 

—Okay, that didn't work. There IS a lantern somewhere. 

--It's in the Radiation Lab. 

—You can't enter the Radiation Lab and survive without 
a radiation suit. 

—There is no radiation suit. 

—There is no w ay to get a light source into the dark rooms. 

What is a grue? 

—Ask the game. 

How can I use the teleportation booths? 

—You'll have to find the teleportation access card first. 

--It's in the lab area, which you may not have been to yet. 

— It's in the pocket of the lab uniform. 

. —Slide the card thru the slot, then press the button 

corresponding to the booth you want to teleport to. 

\ 

How does the laser work? 

—You must be holding it to fire it. 

—It has six settings. Each setting produces a different colored beam. 
--The battery in it when you find it won't last very long. 

--You'll need a fresh battery. 

—Open the laser, remove the old battery, and put the new battery in. 

Where do I find a new laser battery? 

—Have you tried making one? 

—Some batteries are made by mixing acids and bases. 
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—However, there's no way to make your own battery. There is 
a fresh battery lying around somewhere. 

—It's in Lab Storage. 

What are megafuses for? 

—They're electrical components. 

—They're usually used for repairing Reactor systems. 

What are fromitz boards for? 

—They're electrical components. 

—They're usually used for repairing Planetary Defense systems. 

What are bedistors for? 

—They're electrical components. 

—They're usually used for repairing Course Control systems. 

I seem to be getting sicker and sicker. Why? What can I do? 

--You'll find out when you get to the Library. 

—You have contracted the Disease. It is fatal. 

—The medicine in the Infirmary might help a bit. 

—But your only long-term hope is to help bring the Project to its 
ultimate goal. 

I finished the game with less than 80 points. What am I missing? 

—You didn't repair all the broken systems. 

—Consult the Systems Monitors. 

—You must repair the Communication System, the Planetary Defense 
System, and the Course Control System in order to get the 
optimum ending. 
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How can I talk to Floyd? 

—He has to be on, of course. 

/ 

—Talk to him the same way you would talk to any other character 
in the game: FLOYD, EAT MY CAKE (for example). 



HOW TO GET ALL 80 POINTS 



(use only as a last resort) 



3 points for entering the Escape Pod. 

3 points for entering the Crag. 

2 points for turning Floyd on for the first time. 

2 points for firing the laser for the first time. 

4 points for entering Storage West. 

4 points for entering Admin Corridor North. 

4 points for entering the Kitchen. 

4 points for entering the Tower Core. 

4 points for entering the Kalamontee Platform. 

4 points for entering the Lawanda Platform. 

1 point for taking the kitchen access card. 

1 point for taking the shuttle access card. 

1 point for taking the upper elevator access card. 

1 point for taking the lower elevator access card. 

1 point for taking the miniaturization access card. 

2 points for Floyd's death. 

6 points for fixing the communications system. 

6 points for fixing the planetary defense system. 

6 points for fixing the course control system. 

4 points for entering the Strip Near Station. 

4 points for entering the Auxiliary Booth. 

8 points for fixing the computer. 

3 points for entering the Cryo-Elevator. 
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HAVE YOU TRIED...? 

(for your amusement when you've finished the game) 



-Reading the graffiti in the Brig? 

-Attacking, talking to, or throwing something at Blather? 

-Attacking or talking to the ambassador? 

-Touching, eating, smelling, or looking at the slime? 

-Scrubbing the slime? 

-Eating the celery? 

-Examining the games and tapes in the Rec Area? 

-Looking under the table in the Mess Hall? 

-Kicking, attacking, rubbing, or kissing Floyd? 

-Throwing acid at the mutants? 

-Reading your chronometer? 

-Taking off your chronometer or pouring acid on it? 

-Getting into bed in the Infirmary? 

-Scrubbing yourself? 

-Reading the towel? 

-Removing your uniform while Blather or Floyd were present? 

-Destroying the mural? 

-"Stealing" the lower elevator card from Floyd and then showing it to him? 
-Giving Floyd the Lazarus breast plate? 
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-Final approved copy due to Traff ic/AD/CW 


5/3 


TUE 


-Mechanical due to A.E. for Client approval 


5/10 


TUE 


-Approved mechanical due to Production 


6/14 


TUE 


-Ship 


6/15 


WED ' 


-Delivery to Research Packaging 
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iOO Gah*n Street, Watertown, Ma. 02 1 7 2, 




(6 i?) 926-5030 



Client: Infocom Date: 3/31/83 

Title: sFII : More names Number: INF3-203 



BAIL OUT 
DERELICT 

TO HELL IN A HANDBASKET 
11,344: A SPACE ODDITY 
AS THE WORLD ENDS 

THE MAN IN THE GRAY FLANNEL SPACESUIT 
THE LOST PLANET OF NEW CLEVELAND 
REBEL WITHOUT A COSMOS 
W FREE FALL 

JETTISONED 

DRIFTER 

THE POINT OF NO RETURN 



\ 






I 





G/R 

Giardini/Russell Inc., 100 Galen Street, Watertown, MA 02172, 61 7-926-5030 



P LANETFALL 
Discussion Outline 



KEY BUZZ WORDS : 

-- Best way to describe the game to the trade press (magazine editors)? 
vLight-hearted science fiction adventure? Space farce? Space comedy? 
Looking for ideas on just the right words to work in humorous aspects? 



GAME POSITIONING : 

-- Is it fair to call Planetfall the third in a series of science fiction 
games from Infocom? Or does this game stand alone in its presentation? 
Not part of a series as in the case of the "Interlogic Mystery Series? 

THE PLOT : 

-- In a sentence or two, we need to describe the central plot. In other 
words, what is the challenge for the player? 




NEW ELEMENTS : 

-- Elaborate on how time aspect works? Different actions and movements 
will take different amounts of game time? Contrast to other games? 

-- Elaborate on sleeping aspect? Players will have to find food, but 
that happens in a lot of games. Tie in the fact the game takes place 
over several days (of course game time, not real time)? 

7 

-- Presence of Floyd? Why is this such a strong second character? Certain 
actions and events revolving around Floyd? Contrast to other games? 

PACKAGING : 

-- It's early in the process, but is there anything we can say about 
the packaging that makes it unique? As the game board in SUSPENDED? 
Anything more we can say at this time than the "usual unigue packaging 
from Infocom? 



A Member of the American Association of Advertising Agencies 



THE AUTHOR: 



-- Steve is the author? Relationship with Mike Berlyn? Is Mike 
supervising the project? Worth mentioning Mike at all; take 
advantage of Mike's reputation with editors? 

STEVE'S BACKGROUND: 

-- Elaborate on how Steve's participation in the Infocom development 
(as a company) has helped his game writing? How has Steve con- 
tributed to the company in the past? 

THE MESSAGE: IN SUMMARY 

-- Have we touched on all the important themes to impress upon 
editors? All the aspects that make PLANETFALL unique in its 
own right? Specifically, why it's just not another game from 
Infocom? The latest game out should always be billed in general 
terms as the best because the company strives to constantly 
improve its products? 



PRICE: 



-- Recently, we have received requests from editors to include 
the price of the products in PR releases? Any objection from 
your end? What will game sell for? 



G/RCopy 

Giardini/Russell Inc., 100 Galen Street, Watertown, MA 02172, 617-926-5030 



Client: Infocom Date: 4/12/83 

Title: PLANETFALL Packaging Number: INF3-203 

POST CARDS 



(Postcard I) 
(Front) 

Greetings from 

ACCARDI-3 



(Back) 

THE FABULOUS ACCARDI-3 BELT — Name your pleasure! From Sphyconian slime 
races to robot-taxi joyrides on Benjamin's Folly to the exotic anatomical 
charms of the Gabrillic Hyphenated Women , a hundred worlds and a thousand 
thrills await you throughout "The Galaxy's Playground " . 



Novelties by Infocom, Inc., 55 Wheeler St., Cambridge, MA Earth 02138 
(Credit line for either postcard company or artist) 

POST CARD 



Your Stamp Here 



G/R 

PLANETFALL POST CARDS 



Date: 4/12/83 
Number: INF3-203 
Page: Page 2 



(Postcard II) 

(Front) 

Wriggle on over to 

NEBULON 

"Home of the Worm People" 



(Back) 

NEBULON — The quaint and colorful inhabitants 
of this grand old planet are sure to "worm" their 
way into the hearts of visiting tourists . 

Novelties by Infocom, Inc., 55 Wheeler St., Cambridge MA Earth 02138 
(Credit line for either postcard company or artist) 

SOUVENIR POSTCARD 



Your Stamp Here 



GR 



Date: 4/12/83 

Number: INF3-203 
Page: 3 



PLANETFALL POST CARDS 



(Postcard III) 

(Front) 

hello 

FROM Historic RAMOS II 
(Back) 

RAMOS II, WHERE YESTERYEAR LIVES ON 

The " Circuit of the Double Suns " has something 
for every nostalgic soul: genuine rocketship 
rides , ancient Plutonium Age battlefields , 
even old-fashioned mutant hunting. 



Novelties by Infocom, Inc., 55 Wheeler St., Cambridge MA Earth 02138 
(Credit line for either postcard company or artist) 

THE Irifocom (logo) CARD 



Your Stamp Here 



G/RCopy 

Giardini /Russell Lnc., 100 Galen Street, Watertown, MA 02172, 617-926-5030 



Date: 4/12/83 

I 1 

Number: £NF3 t203 

- •• v \ 

OUTSIDE PACKAGE COPY- 

\ ' v \ 



Client: 

Title: 



Infocon) 

PLANETPALL Packaging 



A vacation like this makes you appreciate Bayonne, New Jersey. 
PLANE.TFALL™ 

' r 



Infoconi (logo) 



(Spine) 

PLANETPALL™ 

7 




Infocom 



Date: 4/12/83 
Number: INF3-203 
Page : 2 



G/R 

PLANETFALL Outside Package Copy' 

(Back) 

(Lead-in) 

Your dream holiday goes up in smoke 
when you're jettisoned from an exploding spacecraft 
onto a flood-ravaged, plague-stricken, 
mutant beast-infested world that must be saved 
before it plummets into its sun--only to discover that 
someone's stolen your travelers' checks. 

WHAT WILL YOU DO? 

(Copy) 

Lovers of famine, pestilence, wasting diseases, and cosmic catastrophe 

TM 

everywhere, rejoice! Infocom's new PLANETFALL ' , the heart-warming 
tale of a boy and his robot, is in your hands. 

Never before has any game offered so many, varied, and realistic 
experiences. You'll actually sense the passage of time and the heed for 
food and sleep, not to mention the invigorating sensation of knowing 
that at any moment you may be murdered, maimed, drowned, infected by 
deadly illnesses, driven insane, or microwaved 'as you find your place 

in the rapidly approaching sun. 

* «. . • 

« i 

So brace yourself, adventurer. Because you're about to check in at the 
113th Century, and the armpit of the universe. Even Karl Malden can't 

save you now. 



> 



Date: 4/12/83 

Number: INF3-203 



PLANETFALL Outside 
Pakage Copy 




Page 3 



(Subhead) 

Nothing gets you away from it all like Infocom's prose 
(Copy) 

TM 

Like all Infocum prose excursions into the extraordinary, PLANETFALL 
is designed to stimulate your imagination as nothing else in computer 
game software can. Because instead of putting funny little creatures 
on your screen, we put you inside the story. And we confront you with 
startlingly realistic environments, alive with situations, personalities, 
and logical puzzles the like of which you won't find elsewhere. The 
secret? We've found the way to plug our prose right into your imagination 
and catapult you into a whole new dimension. 

(Subhead) 

Don't miss these scenic; spectacular, best selling Infocom adventure 
packages! 

D 

ZORK , the classic underground trilogy 

TM 

DEADLINE , the first great mystery of the computer age 

WITNESS™, a hard-boiled whodunit thriller of the Thirties 

TM 

STARCROSS , our science fiction mindbender from light years away 



PLANETFALL Outside 
Package Copy 




Date: 4/12/83 
Number: I NF3-203 

Page 4 



TM 

SUSPENDED , a cryogenic nightmare on the edge of the far future 

Step up to Infocom. All words. No pictures. The secret reaches of 
your mind are beckoning. A whole new dimension is in there waiting 
for you. 



G/R Copy 

Giardini/Russell Inc., 100 Galen Street, Watertown, MA 02172, 617-926-5030 



Client: Infocom Date: 4/25/83 

Title: PLANETFALL Packaging Number: INF3-203 

OUTSIDE PACKAGE 



(Front) 



STELLAR PATROL: SPECIAL ASSIGNMENT FORCE 

But even your expert technical training 

won't save you now. 

PLANETFALL™ 



Infocom (logo) 

(Spine) 

PLANETFALL™ 



Infocom 



Date: 4/25/83 

Number: INF3-203 
Page: 2 



G/R 

PLANETFALL: Outside Package 



(Back) 

IT'S NOT JUST A JOB— IT'S AN ADVENTURE! 

(Copy) 

"Join the Patrol, and see the Galaxy!" You'd taken the poster's advice, 
bait and all, and marched right over to the recruitment station near 
your home on one of Gallium's backwater moons. A youth's dreams of 
exotic worlds, strange and colorful aliens, and Deep Space heroism had 
danced in your head as you signed the dotted line. Fifteen millichrons 
later, you'd emerged with a buzz-cut scalp and a permanent layer of 
de-1 icing spray covering your body. Also^ there was a mop in your hand. 

You'd been commissioned Ensign 7th Class, Code KP3: licensed to swab. 

And since that day, the closest you've come to Deep Space heroism was 

scrubbing down the radioactive le.per colony on Lazarus-9. 

But suppose that jumbo fortune cookie you got at Qwang's Take-out Asteroid last 
shoreleave was right, and your luck does take a turn for the better. 

Maybe you will indeed narrowly escape disaster. Perhaps you really 
are about to take an unexpected journey, and meet a short, mysterious, 
stranger. It's even possible that you'll actually travel to an unknown 
corner of the universe, where you'll save a doomed planet--or die in 
the attempt. In fact, we'll guarantee it--every last crumb of it. 

Because that's just the way the cookie crumbles, here in the next 



dimension. 



Date: 4/25/83 
Number: INF3-203 
Page: 3 



G/R 

PLANETFALL: Outside Package 
(Subhead) 

Become part of the Few. The Proud. The Infocom games. 

(Copy) 

TM 

Like all Infocom prose games, PLANETFALL is designed to stimulate 
your imagination as nothing else in computer game software can. You 
don't just make moves in these games; you actually experience such 
sensations as hunger, exhaustion, and danger--and you do so right down 
to your marrow. Because instead of putting funny little creatures on 
your screen, we put you inside the story. And we confront you with 
startlingly realistic environments, alive with situations, personalities, 
and logical puzzles the like of which you won't find elsewhere. The 
secret? We've found the way to plug our prose right into your imagination 
and catapult you into a whole new dimension. 

(Subhead) 

After PLANETFALL, you'll want to re-up with these Infocom bestsellers. 
(Copy) 

D 

ZORK , the classic underground trilogy 

TM 

DEADLINE , the first great mystery of the computer age 

TM 

WITNESS , our hard-boiled whodunit thriller of the Thirties 

TM 

STARCROSS , the astounding science fiction mindbender 

TM 

SUSPENDED , a cryogenic nightmare on the edge of the far future 



Date: 4/25/83 

Number: INF3^203 
Page : 4 



G/R 

PLANETFALL: Outside Package 



Step up to Infocom. All words. No pictures. The secret reaches 
of your mind are beckoning. A whole new dimension is in there 
waiting for you. 



(Product caption) 

Scientifically sealed inside each PLANETFALL package by means of 
Space Age shrink wrap technology: your disk, Stellar Patrol brochure/ 
documentation, Special Assignment Force I.D. card, personal diary, 
and three (3) colorful picture postcards from some of the Universe's 

swankiest tourist traps. 

Infocom (logo) 

The next dimension. 

Infocom, Inc., 55 Wheeler St., Cambridge, MA 02138 

Copyright c 1983 Infocom, Inc. 

ZORK is a registered trademark of Infocom, Inc. 

DEADLINE, WITNESS, STARCROSS, SUSPENDED, and PLANETFALL are trademarks 



of Infocom, Inc. 
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